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PICHUM 


The life of a pichum main is a hard and lonely one. 


Take a character like Roy and you see that he’s a mess in theory and a mess in 
execution, a literal red-headed stepchild. You compare him to Marth and see a 
notable, almost comical decrease in absolutely every aspect. There is absolutely no 
reason unless why you would ever use R you like being the underdog (or you want 
a Dtilt with upwards knockback which leads into absolutely nothing). Absolute 
garbage, right? 


Let's do an experiment, shall we? Let's Roy-ify Fox and see what happens. Remove 
Shine, make lasers into a generic projectile, make his range much worse, and give 
him hitboxes that would make even Yoshi mains disgusted. While Fox gracefully 
speeds through the air with this Side+B, this character flails their body forward in 
blind hope that maybe, just maybe, they won't get Shine-Baird for the 3rd time ina 
row. And that really illustrates the difference between these two characters. 


But there could be a glimmer of hope for him, this Roy-ified Fox. After all, it has a 
nice punish game, its neutral really can't be that bad, and its recovery is still one of 
the best in the game. I’m sure there will be some people out there willing to main 
him. 


Now take that character and make it so deliberately bad in every aspect that the 
only discernable use for it is Uairing poor, poor Falcon mains in pools. 


If you're not ready to take damage every time you exist within spacetime, if you're 
not ready to die at 70% to most of the cast, if you're not ready to see your long-ass 
recovery get edgeguarded for the 47th god damned time, if you’re not ready to 
fight 95-5 matchups, if you're not ready to die for piss-stained Stuart Little over 
here, then | strongly suggest that you leave now. 


Now that we've got that out of the way, hi, I’m Arcana, welcome to the definitive 
pichum guide. Here's a small prelude to this useless heaping of information about a 
character that literally kills itself. 
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Basically, this is compiled information from SmashBoards and the pichum Discord 
Server about pichum. LITTLE TO NONE OF THE QUOTES IN THIS GUIDE ARE MY 
OWN. All quotes will be traced back to their proper owners. Despite formerly 
maining the character, | don’t know anything about pichum, so this is going to be a 
learning experience for the both of us. Feel free to tell me about more info to add if 
you ever find it. Help is always appreciated! 





Now let's begin. 
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HOW TO PLAY pichum 
The Mindset of a pichum Main 


The Role of Deliberate Practice in the Acquisition of Expert Performance 

"Skill acquisition is a function of the accumulation of focus-intensive work, not 
directly of time." 

Don't expect to just learn and improve through osmosis when getting bodied. 

Be more deliberate with your learning through studying and focused practice for 
best return on time investment. Playing the game is not always the best thing you 
can do to improve. I'd recommend you guys read the article, only 40ish pages 
(Chaos). 








bottom line, when people talk about all this untapped potential in pichum, i 
acknowledge that the character has more to offer, but in general the playerbase 
doesn't put enough work into mastering the little things. any time a character has 
seen a large rise in viability, it's due mostly to extremely dedicated and naturally 
talented specialists grinding that garbage out for years ON TOP OF traveling 
enough to larger tournaments to gain enough competitive experience and good 
placings/exposure to change the way a character is viewed by the competitive 
community. 
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no such players exist for pichum to my knowledge. any that might have been able 
to do it probably play Pikachu because he's way more fun at a top level of play 
whereas pichum just gets more and more frustrating as you play better opponents. 
you're still a special snowflake for picking pikachu though because he's uncommon 
in his own right, and there aren't enough differences between the general feel and 
moveset of the two characters to make pichum's moveset valuable due to 
uniqueness. pichum appeals to a very small subsect of players as a result, meaning 
the chances of finding an aMSa or an Axe-level dedicated main for pichum is even 
less likely (Chandy). 





A lot of top players swear by AlexsPuffStuff, a blog centered around improving with 
Puff in melee. He’s directly coached some of the top non-hbox puffs, like 4% and 
sOft. There's a few other top players with really nice blogs, like KirbyKaze and 


DruggedFox (Chaos). 


There are a lot of videos out there of high level players (who dont actually play the 
character) using pichum (i.e. mango and m2k) 


The reason | never really recommend people watching these kind of sets is because 
the way they play the character is entirely fundamental based and focused a lot 
around hard reads rather than optimal or guaranteed combos/edgeguards. 


The reason for this is that these players don't really play the character and while 
their fundamentals and understanding of the game are far superior to most 

pichum players, their understanding of the character, his moves, and his answers 
to different situations are not the same as an actual pichum main (although most of 
them are bad and do suboptimal things or fail to recognize a lot of situations) 


Probably the best footage of "high level" pichum play you'll find is some of 
Unknown522's pichum stuff since he was a pichum main before his fox days and 


still understood the character enough once he actually got good. 


But there isnt a lot of great pichum footage out there (Derf). 


Move Breakdown 
Here's the frame data of pichum, soon to be added into the guide more seamlessly. 
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Most of what you're about to read within this segment is taken directly from Derf's 
Big-ass pichum Guide. Any information not within that guide will be marked. 


Jab 


Rapid Jab is a fun move. 

A single headbutt lasts 21 frames total, hitting on frame 2-3. 

You can have another headbutt out as early as frame 5. 

Everytime you do another jab, the move is basically just resetting itself, so when 
you stop jabbing, you still have to wait until the 21 frames are up. 


But because you can throw out so many jabs so quickly, when you see an opponent 
who missed a tech, you can jab them several times before resetting them to 
standing position (where as most characters can only jab once) which is a cute way 
to get a little bit extra percent. 


A lot of times, if you start rapid jabbing an opponent out of a combo, they'll try to 
just DI away and shield, or buffer a roll out, which either resets the situation to 
neutral or puts your opponent in a bad position. But this is punishable, so don't do 
it too often. Jabbing more than once on a shield is usually a bad idea, unless they 
are up against a ledge, in which case you can push them off the stage. Or if you're 
against a wall like in the pit of the rock transformation of stadium, where you can 
actually lock a lot of characters into their shields. 


Normally, rapid jab will push you back if your opponent is trapped against a wall. 
But if your back is to another wall, or the end of a platform, you won't slide at all. 
Such a position exists in the pit of pokemon stadium. 

If you initiate rapid jab in the pit, you'll be able to wrack up a lot of percent very 
quickly. Most characters should be able to escape if they SDI correctly, but there are 
several characters who can't (falcon and link come to mind). You see this used by 
Axe (the Pikachu player) in a couple of sets. Axe also found that at a certain percent 
(I believe it was over 200 or 300%) that you could combo the rapid jabs against the 
wall into an ftilt (pichum and Pikachu's fastest grounded move other than jab) 


In doubles, rapid jab gains another use if your partner grabs an opponent. You can 
Start rapid jabbing and the opponent will not be able to break out of the grab. In 
this scenario, pichum will not get pushed back and it is an infinite. This is 
considered a wobble, so you will have to check the tournament rules regarding 
wobbling before using this in a tournament setting. 
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Rapid jab is also excellent for setting up edgeguards. pichum players will often use 
rapid jabs to intercept certain characters recovering from bellow the stage. The 
weak hits will trap the opponent, until they DI/SDI out, which resets them to a bad 
position, which you can usually follow up with a falling nair or something. 


rapid A has its uses. in certain situations, you can do a lot. You can use it to 
intercept recoveries and trap people off the stage. you can jab reset people like 3 
times before they can get up if they don't SDI. and in teams, if your partner gets a 
grab, you can jab infinitely. it prevents the opponent from getting out (Derf). 


Dash Attack 


This move is a cool little tool. It is not a good approach, and | don't ever recommend 
using it in neutral. 

The move lasts for 49 frames and hits on frame 5. 

It will also cover a decent amount of space. 

So basically it's a move that you can get out really fast and cover a lot of ground 
width. 


It's actually pretty strong and has pretty good priority. 

The main problem with it is just the insane amount of cool-down it has. It's only an 
active hitbox from frames 5-16, then you are in a cool down animation for 33 
frames. 

So this makes it really unsafe on shields or against crouch canceling (at high 
percents it will knock ccing opponents down, however). 


Generally, you won't be able to combo out of it onstage, since it usually knocks 
people down, but you have too much cooldown to follow it up. But it will often set 
up an edgeguard on recovering opponents. | primarily find myself using this move 
against characters like Fox/Falco/Falcon/Ganon. These characters generally either 
recovery from bellow the stage or in a straight line to the ledge. 


Often pichum's will find themselves in a situation where the opponent is recovering 
and they are running to the ledge, trying to get there in time, and just can't quite 
make it. This is usually where you would use dash attack, since it will cover a lot of 
space. Usually, it's never your best option, but sometimes it is your only one. 
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Even if you can't combo off of it for an edgeguard, it will at least reset the situation 
with you opponent a little below the stage with no doublejump. 


Another property of this move that is kind of fun to play with is when you dash 
attack by the ledge, it will stop your forward movement, but if you keep holding 
forward, once the animation is completed, you'll keep all the momentum and pop 
off the stage a little bit. This is fun because you can dash attack into an instant nair 
and gimp a lot of lazy recoveries that way. It's also possible to walljump out of this 
and keep your doublejump, similar to captain falcon's instant walljump out of his 
dash attack, but the timing is very strict. |, personally, am not very good at these, 
but they are possible. On stages with flat sides (Yoshi's is the only tournament legal 
one, but fountain has mostly flat sides too) it's more lenient because you can just let 
your momentum carry you, fall a little bit, then walljump. 


Another frequent thing | will use it for is at mid-percent, if an opponent is on the 
ledge, I'll be dash dancing right inside of their range to bait a roll or aerial from the 
ledge. With many characters, if they try to jump up and hit you with an aerial, you 
can actually dive right underneath them and hit them out of their double jump if 
you are fast enough. You have to be careful if they refresh their invincibility 
however, since certain characters will be invincible for at least a few frames after 
they leave the ledge. 


This move is also surprisingly good against floatier characters. Specifically, pichum, 
kirby, game&watch, and mewtwo (as well as a few others). Dash attack will send 
these characters pretty far, so at mid-high percents its a decent combo finisher 
when you can't hit with anything else. 

It's really strong, so it will send them far enough to be annoying, and generally this 
puts them in a bad position. 


Ftilt 


pichum's Ftilt is one of my favorite moves. It's super fast and comes out on frame 5, 
making it your fastest grounded move other than Jab. It does last a few frames 
longer than utilt or dtilt, but that doesn't really matter since they are all pretty fast. 


What's really cool about ftilt is that it has a ton of priority for no reason. That 
basically just means it beats out other moves really well. This lets you do some 
pretty cool things like ftilt through most projectiles, which really helps pichum out 
in a few matchups like samus. 
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Ftilt also has this great mechanic where you can angle it up or down, this is really 
helpful for edgeguarding or intercepting other moves. For example, down-angled 
ftilt is often used to intercept falco's recovery to the ledge, whereas up-angled ftilt is 
often used to clank with marth's fsmash. 


Ftilt can beat a lot of SHFFL aerials out, like every Fox aerial ever. Apparently it can 
trade with Falco dair too | heard if you angle upward it can beat it sometimes. When 
| started using it against Fox and Falcon it was actually more reliable than up tilt and 
| didn’t eat a knee every time either (StrongNormals). 


Primarily, pichum uses ftilt in an onstage edgeguard situation because it's high 
priority will beat out a lot of character's recoveries and it usually will set up a follow 
up. At lower percents, ftilt can usually combo into a falling nair or another aerial. 


Generally, ftilt isn't used as a combo move since it's hard to follow up and rarely 
chains into other moves. Sometimes it's used as a combo finisher to poke the 
opponent off the stage or into a knockdown position. 


u-tilt to f-tilt on Fox/Falco to get him off stage is a fairly good idea. The logic behind 
it is that u-tilt pops him up, and f-tilt beats whatever he tries to do (Comet). you can 
also use pivot dsmash, which is my favorite, since it semi-spikes (Derf). 


Utilt 


Up tilt is basically a uair on the ground. It hits on frame 7, which is exactly the same 
as if you were to do an instant uair off the ground (uair comes out frame 4, 
+pichum's 3 frame jump squat animation. 4+3=7). Its also super disjointed, like up 
air. 


I'm personally a huge fan of utilt, it's a great combo starter, similar to uair, you can 
use it to intercept approached from above, but it hits even further in front of 
pichum than his uair does, so it's a little better for intercepting more horizontal 
approaches, like fox's shffl’d nair. 


Utilt will combo into basically anything, most importantly grab, usmash, uair, fair, 
and nair. You can also just string it into itself for awhile if you want to wrack up a 
little percent. 
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Two of the more technical uses of the move that | like to talk about frequently are a 
dash cancelled and pivot uptilts. These will be covered later in this guide. 


yeah. utilt is decent, it's got really good disjoint, but it'd be better if it lasted longer 
and had a little less lag. combos into any aerial tho (Amigo). 


| like how utilt puts the opponent in the air barely at low percent then regrounds 
them, it makes it easy to get grabs with. You don't have enough frame advantage to 
go for asecond utilt tho usually if they're holding shield. | also like nair crossup 
Shield -> turnaround utilt. to pressure their shield. if you strictly are looking for 
speed, obviously there are faster options like rising nair, rising uair, and upsmash 
from behind their shield (ChivalRuse). 


u-tilt to f-tilt on Fox/Falco to get him off stage is a fairly good idea. The logic behind 
it is that u-tilt pops him up, and f-tilt beats whatever he tries to do (Comet). you can 
also use pivot dsmash, which is my favorite, since it semi-spikes (Derf). 


Both variants of run up Utilt work well in different situations. Wavedash is good for 
micro-positioning, crouch utilt is good for surprise factor since dashing is obviously 
faster than wavedash (ChivalRuse). 


utilt is weirdly good at poking at the top of people's shields, or fox's tail sticking out 
from behind (Chaos). 


Utilt is especially good during corner pressure | was testing today. Will catch people 
trying to run through you/jump up to platforms/aerial at you (Chaos). 


Dtilt 


Dtilt is awesome. 

My pichum was notorious for using this move way more than anyone ever should. 
Down tilt comes out on frame 7 and lasts until frame 21. 

But what's awesome is that it can be interrupted (IASA*) as early as frame 
19(anonymous?). 


The move is most commonly used for edgeguarding, it's a low angled move, and it 
swats people away from the ledge. It's weak enough that you can usually combo off 
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it in edgeguard situations. It basically does the same thing as ftilt, but it can be 
followed up easier than ftilt at higher percents. 

Down tilt can, and prob should, be used to help control neutral. Kinda like the way a 
generic Marth does. Maybe Axe’s Pikachu is a better comparison, but still- same 
idea. Since you can back dash out of it why not use it more? Besides, even if you 
mess up the spacing you should be able to jump after it to crouch under a shield 
grab. | don’t know if that works against everyone but Falcon and Ganon seem to 
have trouble with it (StrongNormals). 


You can also use it to knock opponents down, again, similar to ftilt, but better at 
higher percent. 


| often use dtilts to reset positioning and put opponents in the grounded state. 


Fsmash 


Fsmash is one of those moves that is either amazing or terrible. 
The reason | say this is because it's an incredibly powerful kill move, but it's also 
easily escaped. 


So here are the great things about this move: 

1. It hits really low to the ground, making it especially effective for edgeguarding 
2. It's a multi-hitting move, which means it's extremely difficult to ledgetech it 

3. The final hit is like getting smacked by the Mjdlnir 


The big issues with the move are these: 

There isn't a hitbox out until frame 16, and the multi-hitting nature allows it to be 
escaped via SDI. 

And obviously, the self-damage part isn't optimal either. 


So generally, this move is used more on fast fallers and/or super heavy characters 
like Bowser or DK. It's actually really easy for pichum to combo into fsmash on a lot 
of characters, usually from dthrow, uair, or nair. 


Most of the time, | will only use the move against people who aren't particularly 
experienced with the matchup, because they usually won't SDI the move correctly 
at least the first couple times they get hit by it. 
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This is one of those move that newer players (and most of the oldschool pichum 
players) like to use way too much because at a lower level, people don't really SDI. 
Every new pichum player learns how great this move is, then starts throwing it out 
like every chance they get. Then when they go to a tournament, they are often 
unpleasantly surprised when the move stops working as well. 

| don't advise throwing this move out too often, because then people start looking 
for it, and that's bad because they'll escape like every time. 


Generally, | will almost never use the move onstage, unless I'm punishing a roll or 
something and can time it so only the final hit connects. 
However, against recovering opponents, this move becomes incredible. 


Most characters, even if they SDI out of the move, are put into a bad position, 
without their double jump. 


Against many recoveries, you can also time fsmash so that only the final hit 
connects. This is easiest for me, personally, to do against spacies and falcon/ganon. 


well there are a lot of things they can still do to avoid fsmash edgeguards anyway 
like SDI down, wait a second, then sweetspot the ledge. But in general, people have 
trouble avoiding it, which makes it viable. You can also kinda follow the SDI out if 
they don't know some of the tricks with it. 


some characters can straight SDI through pichum to avoid getting hit though, which 
is annoying. 


| find it best if you just time the Fsmash so that only the final hit connect, which is 
very doable on spacies/falcon/ganon and a few other characters (Derf). 


it's nice for range in the odd times when the other person will fall into the move 
near the last hits. like if you nair on shield, run away, and pivot f smash as they nair 
OoS or something like that. stuff like this is pretty niche but it's awesome when you 
can use attack from farther away. fair to f smash is also a decent gimmick for shield 
poking (Comet). 


Fsmash near the edge if the strong hit kills, it straight up murders falco, falcon, and 
marth and puts fox in a place where the edgeguard is trivial (Chaos). 
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Usmash 


Up smash is pichu's most guaranteed kill move. It's particularly effective against 
floatier characters. 
It's a total of 43 frames (IASA 41) and hits on frame 9. 


Generally it's used as a kill move, but it's also frequently seen as a combo move at 
low percents, as a tech-chase option, and as an out of shield option. 


At lower percents, it's very effective during combos since it pops people up and 
usually acts as a grab set up. 

At mid-percents, it won't combo into grab, but can still be followed up by uair or 
another aerial. 


JC Usmash is also incredibly useful for pichum as a tech-chasing tool, since it lets 
him start a combo, or even kill, after following an opponents tech roll. 


It also gives pichum a powerful out of shield option. Since doesn't hit until frame 9, 
it's a little slower than nair or uair oos, but it's usually a stronger punish to laggy or 
poorly spaced moves on pichum's shield. Often times, this can even let pichum kill 
opponents directly from shield. 


Up smash is a very versatile move, and serves many other purposes, but in general, 
these are the main ways in which pichum players are seen using it. 


Chaos on getting early kills on Puff: Derf and | are coming up with strategies to 
cheese out an Usmash. so far we have crossup nair then usmash their oos options. 
tomohawk usmash if they like to go airborne in response to you going airborn. 
hitting the back of their shield with nair then usmash shield pokes a lot if they 
aren't shield Dling. InsaneCrazyGuy said we can condition them to sit in shield by 
hitting the back of their shield with nair then immediately uairing. once we've done 
that enough times they'll sit in shield and get hit by the shield poke usmash. 


It occurs to me that pivot up-smash is better than JC upsmash if you want to do an 
upsmash within 1 foxtrot distance. Obviously, the hitbox is primarily behind 
pichum. So you will have considerably more reach if you pivot it. There's actually a 
lot of situations where the opponent is just a little bit in front of you, but because of 
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the long startup on upsmash, you don't have time to run forward those extra few 
feet. In those situations, the back of upsmash would usually reach (ChivalRuse). 


CC usmash makes sense for a few niche things | suppose. say, in the pichum ditto, 
someone does a crossup nair. they hit the front of you but land behind you. 
normally a CC smash from like fox or pikachu is gonna whiff completely because 
they're on the other side of you, but pichum's hits behind him so it's definitely a 
solid option there. But a lot of the good characters that do crossups aren't gonna 
be as affected by CC usmash (Ex: Falcon/falco/fox, all have a lot of really good 
options vs CC) (Chaos). 


pivot up smash is nice if you want to run up and have the hitbox come out in front 
of you (Comet). 


Dsmash 


Let's talk about this really cool move that nobody really has any idea how to use. So 
dsmash actually comes out on frame 7, making it the earliest active hitbox of any of 
your smashes. The hitbox stays active until frame 13, but then you go into cool 
down until frame 54 (can be interrupted at 52), making it your longest lasting 
smash attack. 

But here are the awesome things about this attack: 

1. It comes out super fast 

2. It will always send opponents to the opposite side they get hit (similar to Samus' 
dsmash) 

3. It acts as a semi-spike. Opponents are hit down and away (affected by DI, of 
course) 


But the most interesting thing about this move is that from frames 7-10, you are 
invincible. 
Moves with invincibility frames go a long way. 


A few years ago, Kirbykaze was talking about pichum's downsmash and how he was 
interested in the invincibility that it has and at the time, this is when | was first 
Starting, | found it interesting, but was not at a level where | could really abuse it. 
Early on | tried to experiment with the move and find all the situations that it was 
best in, etc. | found that at mid-percents, dthrow->dsmash near the ledge was a 
very good way to put people, especially fast fallers, in a bad position. 
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| learned that, while it is incredibly easy to tech, if an opponent recovers from below 
and misses their tech, they will get stage spiked. 
Finally, | learned that the move was absolute garbage at low percents. 


There are three important drawbacks to this move. First, it lasts a long time, so if 
you miss, your opponent can easily punish. Second, if your opponent Dis correctly, 
they can tech and often punish. Finally, like | said before, the move basically just 
doesn't work at low percent. 


With these pros and cons in mind, we move on to how to properly use this move. 
Generally speaking, it's a mix-up. A very powerful mix-up. 

General background: I'm a psychology major, and | absolutely love to condition and 
manipulate people in game. 

And smashers are one of the greatest examples of Pavlov's dogs. 


Let me explain further; In melee, we are constantly challenged to read and adapt to 
out opponent's playstyle, habits, mistakes, etc. Because of this, we are instinctively 
looking for patterns. The point of a mix-up is to completely turn that adaptation 
around on itself. For example, if you just dthrow into upsmash every time, your 
opponent starts picking up on it, and Dling for the usmash. Then, after awhile, you'll 
mix it up with dthrow into dsmash, and the DI will be incorrect. 


There are a couple ways that | really enjoy abusing this move as a mix-up. My 
favorite is as an edgeguard. Obviously, you don't want to use it too often, because it 
is easy to ledge-tech. 


Anyway, this move is best when opponents recover from below. Most commonly 
fox, falco, falcon, ganon are the characters you use this on. So when | notice that an 
opponent likes to recover from below, usually, | will time a forward smash so that 
my opponent only touches the final hit, making it impossible to SDI out of the 
move. However, that's not always possible. So usually, if my opponent is in a weird 
position like that, I'll throw out a couple of fsmashes, generally against more 
experienced opponents, they'll start to SDI them and it resets the position, and we 
do that whole thing a couple times. Sometimes I'll throw in some rapid jabs, and it 
serves the same purpose. Anyway, after a while, my opponent will start anticipating 
an fsmash to intercept them, and won't really be looking for a ledge-tech, since you 
can't tech the fsmash. When | feel they are at that point, | throw out a dsmash, 
which, since it's so fast, is very hard to react to, and usually when it's used as a 
mix-up like that, your opponent will get stage-spiked and pretty much die. 
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Another common way I'll work this move in is when I'm playing against an 
aggressive falco. So falco players love to be lazy. Generally, they'll just approach 
with shffld dair or nair and you can cover that pretty consistently with utilt if you 
learn when they like to use them and react to it (if you over-commit, they like to bait 
with their double jump, so watch for that). Once you kind of show falco that he can't 
just run at you, they like to start using the laser approaches. This one is kind of hard 
to 


do, but when you can predict a laser approach, and you time your dsmash, the 
laser will hit during the invincibility frames and falco gets bopped by a dsmash. If 
you're near a ledge it's actually pretty funny too, because falco will generally be 
inputting down and forward, which is the worst possible way to DI a downsmash, 
SO Sometimes you'll be able to set up stupid gimps from it. anyway, the caveat to 
this one is that falco can start spacing his lasers a little better, but you can kind of 
react to where he's gonna land. 


| like Dsmash, it's really good. Dthrow->dsmash by the edge is a useful DI mix up. 
It's not good for actually edgeguarding because if they tech it you can't really follow 
it up. | prefer ftilt in those situations. Or dtilt on some of the recoveries that it can 
beat out depending on the percent. 


Dsmash is very useful on platforms when you get a read on someone coming up at 
you, that's probably the most frequent way | use it. You really have to Know it will 
connect though, because whiffing that move sucks (Derf). 


around 90 is a good estimate for marth kill %, 110 for spacies (Comet). 
Random meta: our DSmash has three frames of total invulnerability, that can be 
used to hit a bunch of people out of their recoveries (spacies mainly come to mind) 


if they go to stage (Shadows). 


Near the edge wavedash back dsmash is amazing to set up edgeguards to punish 
lazy approaches (Chaos). 


Against Sheiks who like to throw out ftilt a lot, i sometimes wavedash down at high 
percents and hit them with a dsmash to then edgehog or edgeguard. 
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CC Dsmash is actually incredibly good against rising SH aerials, like if marth is doing 
double fair then you can CC dsmash so he's airborne when he gets hit by the 
reverse hitbox, putting him in an awful position a lot of the time. Seeing as how 
marth like always has center stage, when they double fair you that means you're 
near the edge, so it's just a complete position reversal. A very solid option to be 
sure, and | think you can do it on reaction (Chaos). 


| use d-smash on poorly spaced aerials, it often works out pretty well. Only before 
they land though so they can't asdi down. 


The low percent hit of downsmash, while seemingly useless, works wonders as an 
edgeguarding tool on Fox, falco, falcon and Marth. It very consistently will send 
them below the stage on stages like dreamland, Battlefield and FoD and cannot be 
teched. So if an opponent is recovering from below on one of these stages, just do 
that and grab-ledge. (Morph) 


Nair 

Ah, Nair. | put this move at the top of the list because it is, by far, the most 
important, versatile tool that you possess. It is your approach, your combo move, 
your edgeguard tool, your fastest aerial, it's safe on shields, etc. etc. etc. Learning to 
love, use, and abuse this move is key to any pichum's functionality. 


The reason for this is that nair has quick startup (The hitbox is active on frame 3) 
and the lowest landing lag of all your aerials (6 frames). The other thing that makes 
nair amazing as an approach is that a late nair on shield yields a frame advantage 
of +1. (Whereas the rest of your moves yield +0 or -1). Nair also has a ton of priority, 
meaning that it can challenge many other moves well. 


Now, the major draw-back of pichum's nair approach is, as with any of pichum's 
moves, it's lack of range. 

So, say you were playing against a marth and tried to approach with nair while he 
was just standing there and marth sees this and throws out a forward smash. 
Marth's forward smash has more range than pichum's nair, so he'll hit you out of it 
before you even get close. For now, be aware that this problem exists and prevents 
you from just approaching whenever you want without punishment. 
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Nair has more than one purpose. It is also a combo starter. This means that if you 
connect a nair, it often allows you to chain it into another move. The most common 
follow ups to nair are these: 

uair, utilt, usmash, jab, ftilt, dtilt, grab, fsmash, dsmash, and even, my personal 
favorite, another nair. 


As you can see, that's a lot of moves and depending on your opponent's DI and 
percent, it can lead to even more. At higher percents, it even acts as a combo 
finisher or a kill move. Because of nair's quick startup (frame 3), it is also commonly 
used as a combo breaker, thrown out to interrupt an opponents attack chain on 
pichum. The downside is, again, it's lack of range. Similarly, the quick startup also 
makes it an effective move out of shield. He can have a Nair out in a total of 6 
frames (3 frame jumpsquat+3 frame startup), not counting the shieldstun added 
before you can begin the jump animation. It’s your fastest option sans roll or 
spot-dodge. 


The final important use | want to talk about for now is as an edgeguard tool. Like | 
said earlier, nair has a lot of priority. This means it will beat out many other moves, 
including a lot of recovery moves. For this example, | want to use Falco's upB. So 
imagine you hit falco offstage, and he's trying to get back with upB. If you time your 
nair correctly (its priority and power decrease the later you hit with it) falco will be 
hit out of his upB, and you will not take damage, either resetting falco's position, or 
moving him to an even worse one, possible one in which there is no way for him to 
reach the stage. Nair doesn't last very long, so you can often go pretty deep 
offstage, nair to gimp your opponent, than recover (pichum's upB will go pretty far) 


So yeah, that's your general overview of nair, which again, is pichum's overall best, 
most versatile move. 


Do any of you ever try use strong low nairs to beat Crouch Canceling opponents 
(w/sakurai angle)? I've been trying to do them in certain matchup's especially 
against characters who love CCing and sometimes it didn't seem to work. | looked 
into it and realized that at 0 percent, characters with lower weights are knocked too 
far to experience the effect of Sakurai angle (enabling them to CC punish). 
However, nair in the stale queue can lower knockback and prevent them from 
getting the CC. | think this is particularly useful against IC's,Peach, and Sheik since 
they have good CC punishes at 0. Against these characters as long as you have 
naired once in the past seven moves it should work. You always have the option of 
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going for weak nair's (under 27%) but you can still be CC punished at 0 since it 
doesn't have as much hitstun (Dublat). 


Edge Cancel Aerial Interrupt Nair Shield Pressure (Comet). Do with this what you 
will. 


At kill percents Nair has too much Knockback to combo into Up Smash but not low 
percents. Good setup for a chain grab imo (BBMD). 


i can't believe i didn't know that i can do 2 nairs in a full hop 
that's useful (Comet). 


Nair Al works on all stages. It works AMAZINGLY on marth. one grab on BF can get 
you 50% with him still above you. the nair Al is also great for movement since you 
can teeter cancel it (Comet). 


Messed around with the nair Al stuff today. Grab does connect even up to around 
30 against peach with a DI so good DI should get a free 2nd hit or a grab if she 
doesn't go too high. Grab also connects against falco at 10%. Didn't really test to 
higher percentages. Jab connects a ridiculous percents because fast. Dmash is as 
true as it gets besides jab. Not really. But it hits and considering this is a platform 
thing that makes this significant lol. Also looked at nair Al > agility to other platform. 
It's cute. But I'm sure just jumping away or dropping through is better. A nice thing | 
labbed was a sequence where you start with jolt while veering forward over a 
platform then dash toward opponent, nair Al> drop through > [option] 
(StrongNormals). 


Chaos Spitballing/Theorycrafting: Nair Al shield pressure on grounded opponents 
vs tall characters? like can you get a hitbox out to hit their head on the way up or is 
it way too high? also, where does double jump height start at? is it at the bottom of 
your ECB or like your center or what? because if it's the bottom then you could 
potentially get higher in the air by doing backflip then doublejump instead of 
neutral jump then doublejump also potential different Al setups? theres so much 
crazy stuff to look into. 


Comet Also Spitballing/Theorycrafting: if the opponent is on a platform, you're 
going to just land soft nair. you could do stuff like shield poke fox's tail. and if you 
edge cancel you could get frame advantage, idk how much though. you could shield 
drop Al nair. if we want to be cool edge cancel Al nair on randall from a wall jump. 
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stop forgetting about Aerial Interrupt nair, it's amazing. it's pichum's fastest way to 
get actionable on a platform especially when teeter canceled. it's also perfect for 
comboing marth with up throw on battlefield. you can up throw > Al nair > regrab > 
stuff. pichum can kind of do a hax dash by ledgedashing on then wavedashing bsck 
to the ledge (Comet). 


Fullhop Al Nair is a frame perfect input on Battlefield. You have to input jump and 
then nair on frame 8. If you're one frame off, you miss (Amigo). 


AThis is wrong. You input the nair frame 6 after being airborne. Unless he meant 
frame 8 including JS. (Morph, being pedantic) 


Double jump Al Nair is just as fast. maybe like 2 frames slower at max, still just as 
good for combos and on shield. Well afaik it's literally the same timing as 
wavedashing. less dead frames in an input sequence feels easier. and yeah more 
universal since you just gotta time it for where your height is. it feels similar to a 
waveland in terms of timing your input based on your height (???). 


So i labbed the nair ai on battlefield and realized it's unnecessary to shield drop 
since you can go under at the same speed. You can really chain nair there as much 
as you like there. It's fast. | got 4 (or two if we're going in pairs of nair ai>drop 
through nair) if someone can apply this somewhere | think it could be useful. You 
need hands for it though- as fast as it was it can be faster (after all, iam anon 
player). Also, | don't think anything can break between nair ai and rapid jab 
(StrongNormals). 


There's a video that goes along with StrongNormalss’ comment which | can’t seem 
to put on the doc, but | do have two vids of it downloaded to my computer. 


NAI = Nair Aerial Interrupt 


Basically what | did was nai>drop DJ nai> drop FF then i got a grab off a whiff 

| never do nai alone cause there's no reason without whatever you follow it with 
Great against peach on platform btw. They can't help dsmashing so when you 
force shield it's good for getting grab or forcing them to do something dumb. But 
yeah this was actually against a falcon (StrongNormals).n 
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nair and tomohawk grab is theoretically great for mixups, since doing nair on the 
last possible frame makes you land 1 frame earlier. nair moves pichum downward 
if you time it so that pichum lands in 4 frames from the initial air time then pichum 
will land on the 3rd and no hitbox will appear (Comet). 


Late nair can be used as a mixup on shield. You could early nair and fade back, late 
nair, or tomahawk grab, among other things. You can also use it to shield pressure 
as a mixup too, think late nair to immediate nair. Most every move a character has 
can be utilized in many scenarios. Even Ganon's up tilt has its place. Not every 
move has to be the equivalent of shine or Falco dair or Peach dsmash (Codeman). 


for latest nair you fastfall before you input the nair ideally. Also, it's a bit ridiculous 
to say there's no use for it. There's hella situations (scuffles especially) where good 
players will forgo doing anything at all that has a hitbox in favor of CCing at 
percents where ASDI down alone won't cut it (Chaos). 


Tomahawking, using another aerial (uair preferrably), doing early nair, or any other 
approach mixup will keep late nair as a good approach option. But if you know the 
opponent is shielding or going to shield, you might as well go for a late nair unless 

you just want to tomahawk or some crazy read (Amigo). 


you can nair late and grab and if you space outside of shine fox can't avoid it after 
the shine comes out (Comet). 


Overview: pichum's nair is an amazing move and has great shield pressure setups. 
| would imagine that most of his low nair setups (+1 on shield) are utilized properly 
but his high shield pressure setups (-5 nair on shield) could be less known about. 
pichum can't rely on doing low nairs all the time in neutral as they are reactable, 
cover little space, and don't stay out long. Doing higher nair's have the benefits of 
coming out quicker, covering more space and, lasting longer. Traditionally I've seen 
pikachu/pichum rely on crossup nair or fadeback nair stay safe when doing high 
nairs. However, there is an alternative that is very useful against taller characters. 


When doing high-nair's that are -5 or less pichum can: 
dash(1 frame)->wavedash 


How it works: pichum's first six frames of wavedash drop his hurtbox low enough 
to the ground to avoid tall character's grab. The dash is done to ensure that 
pichum is outside of grab range after the first 6 frames are finished. This will cover 
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all shield grab timings. If pichum choses to wavedash without dashing first, he is 
suseptible to getting hit by poorly timed shield grabs (Dublat). 


Fair 

Forward air is one of my favorite moves with pichum. It's a drill type move, meaning 
that it has multiple really weak hits. This effect is awesome because it lets you do 
some really cool things in regards to combos and such. 


The move tends to drag opponents down with it, so a common use is to hit an 
opponent up, then jump up and use fair to drag them back to the ground, then 
grab or tilt or something. This is sometimes referred to as pichum's pillaring. Fair is 
a great way to set aerial opponents up for a grab, and it is frequently used to 
intercept opponents from their jumps. 


As a combo extender, you can use fair to reset grounded opponents who have 
missed a tech, which can lead to a hard punish like a charged upsmash. 


Fair is also Sometimes good as a way to get back from the ledge, although it is 
punishable, it has a little more reach than your other aerials, and you can 
sometimes catch opponents off-guard and get a grab by the ledge with it (which is a 
very good thing for pichum to have) 


The move is also useful offstage. Because it hits so weak, and tends to drag 
opponents with it, you can combo fair into your other aerials very easily (primarily 
nair in gimping situations). A lot of the time you can also just use fair to pull 
opponents down just far enough that they can't recover. This is especially easy on 
characters with shorter recoveries like Falco or Captain Falcon. 


As a caveat, know that Fair is susceptible to SDI, since it's a multi-hitting move. It is 
also unsafe on shields or crouch canceling opponents. 


Fair does usually beat -and sometimes trades -with the SHFFL fox bair. They like 
that move so i guess that's important (StrongNormals). 


Fair actually has a ton of uses. One of the most important things you need to be 
good at if you want to be successful with a low tier character is taking advantage of 
all the situational uses that your moves have, even if they're not super versatile and 
all encompassing. 
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For example, pichum has a really interesting combo extender using Fair against 
fastfallers called pichum pillaring. Basically what you do is hit them with a landing 
Uair, which pops them up, then follow that up with a fullhop Fair which drags them 
back down into another landing Uair. Due to the fact that pichum's Uair is 
deceptively big, it is actually way harder than one would think to SDI out of the 
combo by SDling the Fair hitboxes. 


Another use for pichum's Fair takes advantage of the fact that the diagonal back 
part of the Fair hitbox is the most consistently disjointed aerial that pichum has to 
compete with other character's hitboxes. It's primarily used as an edgeguarding 
tool to beat out Firefox, where it would combo into a doublejump Nair off stage to 
kill the spacie. No other hitbox pichum has will consistently beat the Upb off stage 
in that way. 


pichum's Fair also has a lot of good uses for killing floaties. Fair can combo into 
Usmash at kill percents where weak Nair would not do the same, giving pichum a 
semi-reliable way of proactively setting up kills rather than waiting for Nair to kill at 
150%. 


Another unique setup that pichum has involving Fair is to punish Puff for camping 
Shield. pichum does not have any reliable combos off of grab against Jigglypuff 
besides Uthrow Uair if they don't DI, so Puffs that know that will often try to stay 
safe on the ground by shielding a lot. pichum can do late Nair to SH immediate Fair 
to make Puff's shield small enough to where Fsmash will reliably shield poke with 
the final strong hit, giving you a way of punishing Puff for shielding a lot. 

There are a whole ton of other uses as well. pichum's Fair, as most moves in Melee 
are, isn't entirely useless and actually has a lot of situations where it's a pretty good 
option (Chaos). 


short hop fast fall autocancel fair buffered spotdodge/roll Imao, it actually can help 
against super swingy marths sometimes (Amigo). 


Bair 

Back Air is not a frequently used move. For the most part, it serves the exact same 
purpose as nair, but it comes out on frame 4, lasts 20 frames longer, has 3 more 
frames of landing lag, and isn't safe on shields. So that means it comes out a frame 
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later, lasts almost twice as long, is noticeably laggier, and can easily be punished by 
Shielding. 


Bair has almost no use offstage because of how long it lasts (which can often result 
in pichum falling too far to recover), and it often hits a little too far or has a little too 
much lag to combo (it still does, just not as well as nair) 


This doesn't mean the move is useless, just that, in most cases, nair is a better 
option. 


Bair has a weird way of contorting pichum's body and it has a really irregular way of 
flinging him around. Because of this, a lot of pichum players like to use it to sneak 
up underneath opponents moves (like Marth's fair). I'm not the biggest fan of this 
use of the move, but it does work sometimes. 


The amount of time bair stays out can also be useful. The weak hit of bair 
(knockback decreases the later a move hits) is stronger than the weak hit of nair, so 
you can throw it out early and intercept opponents without as much precision 
(primarily in cases like intercepting a spacies sideB) 


Bair also has a little more reach than nair, which is useful if you have to hit 
something behind you. Usually you see this in cases where pichum dashes away 
then jumps backwards with a spaced bair to hit opponents away. You also 
sometimes see it used out of shield if an opponent lands behind pichum's shield. 


Because it does hit a little harder than nair, sometimes pichum players will 
edgecancel a late bair to have the strong hit out and then avoid the extra landing 
lag. | sometimes use this technique to help pressure an opponent shielding ona 
platform, although you have to be wary of a shield drop punish. 


What do we think of SH bair drift for zoning a la these examples (ChivalRuse)? not 
really "zoning" since falco can still just beat it outright by falco's fair/nair 
(preferrably nair) but it's got more range than nair, so that's something. bair is good 
for it's range and its slightly lower knockback than nair which gives it better combo 
ability at mid/high percents (Amigo). Here's an example of pichum's bair disjoint. 
Yeah | never meant to imply you can't beat it, but it denies that space pretty well 
considering pichum doesn't really have stationary zoning options. Like nair is 
terrible for denying a small area, but bair is pretty good for it (ChivalRuse). 
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Honestly for move staling I'd recommend using Bair in combos instead of Nair, with 
Nair as a neutral move, Bair as a combo move, since they both are so similar it 
won't matter much for combos (unless it's a tight window). if you're splitting up 
move usage a bit where it's interchangable you're bound to have your stale move 
queue less full of nairs so it'll be better on shield, etc. I'd like to add on this by 
noting that Bair lets you drift fully in a direction during the aerial’s input, meaning 
you can make up for a few of the extra landing lag frames on Bair (Chaos) 


bair has an extended horizontal hitbox and its a different move so you can unstale 
nair. also if you hit the ground with it, you can potentially dodge shieldgrab, 
particularly against falcon (Lynalche). 


bair contorts pichum's hurtbox so it can be a landing mixup (Comet). 


bair can beat out other characters’ sex kicks by swinging pichum's head over their 
legs - from my experience at least. And this doesnt apply to samus. If they both SH 
it goes over fox's nair hitbox because of his SH being lower, but yeah it doesn't 
work on full hops - but no one really commits (as fox) on full hops unless 
they're.....scrubby. 


bair is decent from ledge. | mostly use in between strings. 


Oh, so when facing the other way Peach can't grab pichum unless she's literally 
right next him. This applies to dash grab. Her hand actually has to touch his ear. 
(StrongNormals). 


Uair 

Uair is a cute little move and an utterly fantastic combo tool. It is a very quick little 
thing, with an active hitbox on frame 4 (just 1 frame later than nair) making it just 
about as viable as nair in terms of being a safe OoS option or combo breaker. 


On top of it's quick startup, it only lasts 27 frames, meaning you can make another 
input very quickly after using it. You can actually uair twice in a single short hop. 


So let's talk about the uses. Like | said, it's a solid OOS option, but it's most 
commonly used as a combo tool or an anti-air. 
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Up air hits opponents up to a range that is really optimal for pichum to combo off 
of. A lot of more old-school pichums really loved juggling (keeping an opponent 
airborne) with uair. | think it's solid to try and gain positional advantage, because 
it's pretty cool to be underneath opponents in most scenarions, but as a whole | 
really prefer other moves. 


While it is a fantastic combo starter, as well as a combo extender, | do not like to 
just keep chaining it into itself for very long. The reason for this is that the move 
only does like 3% (2% when stale). While just connecting a million uairs is the 
easiest combo to do with pichum, it takes a long time to build percent and is 
basically equivalent to just comboing someone with a million little pokes, so | opt to 
use just one or two uairs to get my opponent into a desirable position and then 
Start using other moves. 


| mentioned that the move is a great anti-air. This is because the thing is super 
disjointed. This property lets you hit opponents out of their moves, coming down 
on you, without you getting hit. 


It's disjointed property on top of it's quick startup makes shield drop* uairs an 
effective option to escape pressure and flip the momentum in pichum's favor. 


Obviously, | do not recommend attempting to use this against sword characters, 
since their moves are also disjointed and out-range yours. Anyway, it's a super 
effective tool to stop approaches from above you. It will even beat out moves like 
falco's down air if spaced correctly (incorrect spacing results in a trade, essentially 
just resetting the position) 


but for someone who seems to be very good at finding openings and punishing out 
of shield, | was surprised that you didn't shield drop uair once. Sheik faired and 
baired your shield from below the platform several times and you could have taken 
the opportunity to drop through and start a big combo off of an autocancel uair as 
you dropped through the platform. This is especially useful against Sheik because 
she has such a crappy fastfall and high short hop that you'll often beat her to the 
ground with your uair (Chandy). 


Shield drop Uair isn't gonna be something a lot of characters need, but pichum 
benefits from it a lot. Some of the Pikachus I've been talking to have said great 


FACTS: 26 TABLE OF CONTENTS 


things about Pivot SH Uair as a neutral tool, and | think that is worth exploring as 
pichum as well (2Framez). 


Pivot Uair seems really doable too. | was watching my friend do it at Smash Valley 
against spacies and it seems like a hella busted approach. could potentially be done 
with pivot shield uair instead of straight pivots slightly slower for consistency 
(Chaos). 


you also might want to know that if you drop from a platform and jump and up air 
you might "platform warp" back to the ground. it's most humanly possible to do on 
purpose but the hitbox comes out before you land so you might be able to 
continue a combo anyway (Chaos). 


And yeah Up air off the top works on Yoshis (i really only meant on yoshis anyway) 
and basically anyone floatier than Ness and lighter than Link to give you a rough 
idea of who it works on. They have to be above 70% and at the highest peak where 
pichum's DJ reaches with up air (StrongNormals). 


Also, i like to use Up-Air as a quick landing option against spacies/falcon to set up 
for a chaingrab. If they land on a platform, you can try to techchase or hit them with 
an aerial. (Tempest) 


Dair 

Dair is a very strange move that can be challenging to learn to use correctly. The 
hitbox isn't active until frame 14, making it pichum's slowest aerial, then the move 
lasts until frame 57. It also has 13 frames of Lcancelled landing lag (26 when not 
Lcancelled), making it pichum's laggiest aerial upon landing. The move has an 
electric effect, which does 1% self-damage to pichum when he uses it. It will do an 
additional 1% if you hit the ground or a platform while the move is active. 


The move sends opponents at a pretty odd trajectory. It has an ANG of 361, which 
in normal people words basically just means it hits people at what looks like a 45 
degree angle upwards, heavily dependent on their DI. At lower percents, you can 
combo off of that on many characters, but once you get to mid-high percents, it's a 
lot harder. 


It has some use offstage, at relatively low percents, you can ftilt or rapid jab people 
out of their recoveries (especially their doublejumps) and then follow their DI with a 
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falling Dair, then follow that up with a rising nair or something if they don't DI away. 
It's kind of gimmicky, but stuff like that will work on a lot of people. 

It's really never your best option offstage, and | only really use it the way | described 
in specific situations, primarily on Dreamland or Fountain of Dreams, since you can 
go down really deep on those stages, but offstage dair edgeguards are mostly for 
flash. Dair is a pretty cool looking move, even if it doesn't do much. 


The main thing | use Dair for is as a grab setup. When you hit the ground with a 
Dair, it causes a little "quake" hitbox to come out for 1 frame after landing. This 
hitbox isn't very big, but it is incredibly useful. As you may already know, pichum 
has a really hard time dealing with crouch cancelling opponents. However, because 
of that little quake, Dair becomes a powerful tool pichum can use to handle that 
situation. When you hit a crouching opponent (sometimes you can do this even if 
they aren't CCing), if you Lcancel, you can connect the dair quake into a grab. It's 
very important that you Lcancel though, because it shouldn't work otherwise. 


The only issue with using Dair as | just described is that it does have a little slower 
Startup, which means your opponent is able to react to it. The move doesn't have a 
lot of range, so your opponent could just wavedash back and punish it. It also is not 
safe on shields, so if they shield it, they can grab you. But, most of the time, as long 
as you don't use this approach too often, it's pretty safe. 


The other use that I, as well as a few other pichum players (most notably Ryan 
Ford), started to explore a few years back was the use of dair on platforms. It really 
opened a lot of weird combo extenders and things of that sort. Most of which are 
easier to set up at lower percents. Generally, you could use dair to punish missed 
techs (it can reset), or read a tech roll onto a platform and grab out of it. At a little 
higher percents you can connect it to moves like your tilts or dsmash. My favorite 
way to use it is to follow an opponent who Dis past a platform, or who tries to 
waveland off of a platform, and Edge Cancel a Dair (which still has a quake hitbox) 
into another aerial like uair or nair (or even another dair if possible). 


Ryan Ford had been experimenting with Dair's uses on platforms a lot before he 
retired, but unfortunately, he never shared any of this information with any pichum 
players, so nobody really knows if he found anything else we could use, but he was 
especially famous for stringing Dairs together in combos. 


It's all about getting the 2 hits with d-air -> grab. 


FACTS: 28 TABLE OF CONTENTS 


Also the second hit sometimes shield pokes cuz of how low it hits. Then you can 
mix up and either go for a grab, or run behind them if you think that they will try to 
grab immediately (Ryan Ford). 


One of my favorite gimmicks that I've used at least once or twice is Al Dair on 
Yoshi's while close to the edge of the slope. The only hitbox that comes out is dair's 
landing hitbox, and It confuses the heck out of fastfallers when they get hit by the 
weak hit and just fall. Super situational and not very useful, also a 1 frame hitbox, 
but it's fun to pull off (Amigo). 


i think dair has more knockback and damage if i'm not mistaken. the main reason i 
say that though is because of the hitbox. nair's hitbox is dangerously close to 
pichum and doesn't offer him as much "protection" as dair does, especially around 
his head. i've gotten hit with a stray side b more times than you can imagine while 
trying to edgeguard with nair, dair adds just enough range to beat it out, though the 
delay of the FAF might not be favorable in some situations (Amigo). 


Grab 


pichum's grab is awesome. pichum is a super grabby character. Your throws (which 
I'll be talking about right after this) are all very useful and are great setups for 
combos, edgeguards, and positioning in general. 


pichum doesn't have the greatest grab range in the game, but it is deceiving. The 
grab box is bigger than pichum's head, and it's extended kind of far forward, which 
makes it look like he can grab you from further than he should be able to. He can 
actually grab from further in front of him than fox can. The downside to this is that 
he doesn't have any backwards grab range like some characters do, but this isn't a 
big deal at all. 


So in regards to grabbing, pichum's standing grab is far superior to his running 
grab. It comes out on frame 7 and the animation ends by frame 30 (10 frames 
earlier than dash grab). So there is really no reason at all to use pichum's running 
grab 


Once you have a grab, pichum rarely pummels before throwing. The reason for this 
is that it deals 1% in self damage, and yields little reward. Occasionally, pichum will 
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pummel once or twice when an opponent is at just a few percent too low for a 
specific combo or followup or something. 





in reality, a grab's usability is determined by a lot of different factors for different 
situations. disjoint (like pichum's) is better for dashdance grabs, but is also reliant 
on having a good dashdance and general ground movement speed. grabs that hit 
in multiple directions, or have a big overall range on the x axis, are good for scuffles 
and especially good out of shield/cc/etc. then there's stuff like frame data, boost 
grabs vs dash grabs vs jc grabs, grab followups are obviously different per 
matchup. it's hard to rank them objectively because of how many different 
variables there are (Chaos). 


CC grab is very good in similar situations except that it's even better against lame 
marths who fade back with all their aerials. every time they go into the air you run 
up and crouch next to where they land then grab. Sheik does the same thing except 
mixes in Ftilt/dtilt etc. (Chaos). 


By using the C-stick to ASDI down at super low percents where that will work 
instead of true CC, you can more reliably push the maximum distance before GCing 
the aerial (giving you less space to cover to punish the attack’s lag) (Chaos) 


Tomahawk grab is a solid way to convert off of people who are trying to shield your 
Nair. SHFF Grab is hard to react to. Yeah they could react if you don't space it 
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Probably, but you can fastfall short and dash in and grab or honestly if they're 
spamming something like Usmash you could just shield on landing because that's 
hella negative (Chaos). 


He says the electric effect adds 2 extra frames of stun if pummel is fresh (enough to 
guarantee the buffer dthrow) but only 1 if stale (they can wiggle out). He says 
nothing about port priority (Magus/PracticalTAS). 


Fthrow 


Fthrow isn't a very common choice by pichum players. It's a very weak, low 
knockback move that sends opponents in front of pichum. Generally, pichum can't 
combo off of it very well. Occasionally it's used to toss opponents offstage, but 
generally it doesn't see a lot more use than that. It's pichum's only electric throw, so 
it will do self damage. 


It does have some more gimmicky uses though. On peach, sheik, zelda, and a few 
other characters, fthrow can be used as a pseudo-chain grab at low-mid percents. 
This means pichum can fthrow, dash->JC regrab. But players can escape by Dling 
away, then buffering a roll out. 


The other, less common use is as a wall infinite on pokemon stadium against 
peach, zelda, and a few other mid-weignhts. It will work on sheik and marth as well, 
but they can escape more easily. 


fthrow > react to their panic option is real af. you can beat shine and shield with 
grab, you can beat spotdodge just by doing another grab after the first one (m2k 
style), and you can dash to follow their roll if they roll. watch m2k marth at low 
percents under platforms vs spacies to see this concept in action. fthrow only 
doesn't work if people use unorthodox panic options like immediate aerials, 
jumping away, etc.. this is a big thing that separates good scufflers from bad 
scufflers (Chaos). 


fthrow on marth is super underrated IMO. It TRUE combos into d-tilt, nair, fair at 
mid-percent if they Dl in and it also true combos into upsmash (and kills) at like 90% 
if they DI it for you. Also past mid-percent it puts Marth into a knockdown so learn 
to techchase. (Morph) 
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Bthrow 


Back throw is excellent for setting up gimps. Being back thrown by pichum is 
generally a terrifying experience for many characters because it puts them ina 
terrible position and can very easily lead to a low percent KO. It's especially effective 
on fast fallers and heavier characters, but it's still very strong against most 
mid-weights and can be used put floaties in a bad position. 


Generally, bthrow is followed by an onstage edgeguard at low percents, a jolt to 
cover character's doublejump option, or an offstage nair. 


A little pichum trick generally referred to as the "Falco Slayer" is to bthrow into 
immediate sideB. What this does is cover falco's immediate doublejump, which a lot 
of players panic and use right away. Once it connects, it can be followed with an 
immediate nair, which is an auto-kill since falco will no longer be able to recover to 
the stage. You can also combo into your other aerials if you choose, since you can 
keep your double jump, you'd be able to follow them up with another aerial. 

A common one is fair->rising nair. 


This trick will also work on falcon and fox, and occasionally on a few other 
characters, but it isn't a guaranteed kill. The Falco slayer only works if they 
doublejump immediately, and it only works at very low percents. | don't advise 
abusing it too often. | usually only use it if | notice a falco player has a habit of 
double jumping right away out of my back throw consistently. It's more of a hard 
read, since if you miss the sideB, you lose a lot of safer edgeguard options and will 
probably completely drop the edgeguard. 


Uthrow 


Up throw is usually used for combos and positioning. 


Almost always, pichum will be able to follow an up throw with an up air or any of 
his other aerials. It's also frequently used to throw an opponent up onto a platform, 
where pichum can punish the tech/get up options. 


One of the most notable functions of uthrow is as a Chaingrab on fast fallers. This is 
usually only seen on final destination, or occasionally on dreamland or on top of a 
platform. This cg can combo from around 15% to mid-80% for spacies, and 0% to 
60% for falcon to death if done properly. In order for it to work correctly, pichum 
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must be able to JC Grab. Primarily, converting to a kill is done through 
uthrow->charged usmash, occasionally followed by thunder. 


Dthrow 


Down throw is a very important move to learn how to use. pichum may not be able 
to chaingrab very many characters, but he can tech-chase the majority of the cast 
from his dthrow. This is more difficult on characters like sheik or falco who have 
very fast tech rolls, but it's still very effective if you can predict their roll. 


At mid-high percent, dthrow is also a very effective combo tool on floatier or 
mid-weight characters. Dthrow is often used to combo into usmash as a kill setup. 


If they can aerial out and they show that they're doing that then dthrow shield then 
Usmash or grab oos. If they're jumping out then Nair them. If they're hitting the 
ground reaction tech chase. There's a lot of possibilities (Chaos). 


Thunder Jolt 


Jolts are pichum's primary projectile (really his only one, but thunder is counted as 
a projectile). It's pretty hard to use onstage, since it doesn't come out until frame 
18, then the animation lasts a total of 57 frames. The projectile will stay out a total 
of 99 frames. 


It doesn't have the best priority, so most moves will beat it out. 


Generally, it's used as an edgeguarding tool to hit opponents out of their double 
jumps or certain UpB recoveries. 


Onstage, it's used more as a zoning tool to interrupt opponent's movement. 
Generally, | advise players to use it when retreating onto platforms, this makes it 
harder to punish. 


You should almost never approach with jolts (there are situations where it's ok, but 
they are rare, so just try to avoid even thinking it's an option). You opponent can 
actually just use a smash attack to go through it and hit you as well. 


Offstage it can be really cool as acombo move. Like | said, it's usually used to hit 
people out of their double jump, so if pichum forces an opponent into a situation 
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where they have to double jump, he can jump over there with a jolt and then 
combo it into a rising nair (or another aerial, but nair is the best). 


Jolts have that interesting effect where they wrap around platforms and stuff. This 
can be useful for little gimmicks like having a jolt wrap around a platform and 
fastfalling so you land underneath it. Stuff like that is cool, but usually yields a 
pretty low reward for the risk involved. 


As a rule, pichum doesn't want to use jolts too often, because they are easy to 
avoid, punishable, and they hurt him. 


Comet made a Thunder Jolt Ledge Grab. 


Bowser can run under jolts and have an advantageous position. He can run under 
fullhop jolts, which is the safest way to use them on a platform i mean. If you dont 
fullhop he can jump over them too (Chaos). 


Skull Bash 


Before | get started with this move, I'm just going to say this: It sucks. It has some 
very gimmicky uses, it can be used for offstage edgeguards and combos (| 
mentioned at very simplistic sideB trap in the bthrow section). But in general, 
pichum really shouldn't use this move ever. 


The frame data of the move is kind of hard to decipher, but basically, you have a 
minimum of 14 frames before the move starts moving (you can begin charging it on 
frame 14) then, once it is moving, the hitbox isn't out for 5 more frames. The 
earliest you can have a hitbox out is frame 19, and that hitbox (with no charge) is 
nearly useless, except for in rare cases to hit an opponent out of their double jump. 


The move can be charged for up to 161 frames. 
To compare it to other "rocket" type moves: 
Luigi's Green Missile can charge for a total of 71 frames 


Pikachu's skullbash can be charged for a total of 90 frames 


And for even more perspective, Peach's float last a total of 150 frames. 
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So it goes without saying, generally, a fully charged skullbash from pichum never 
happens in real play. 


Except in one specific scenario. Jigglypuff's rest lasts a total of 249 frames. This 
means, if you begin charging early enough, you can punish a missed rest with a 
fully charged skullbash. 


This is basically skullbash's only real purpose. If puff misses a rest, skullbash is 
pichum's best punish. It will deal up to 39%. On Yoshi's, it will kill if puff has over 
about 14%. It kills on dreamland if puff has around 25% or more. 


Skullbash is also used for recovery (the more obvious function). | hate using it 
unless | absolutely have to. It has 34 frames of recovery time in the air, which 
makes it incredibly punishable if used too close to the stage. Generally, | don't 
charge skullbash when recovering. pichum's recovery is really so good that he 
shouldn't need to use more than one of two skullbashes in order to be close 
enough to the stage to recover with upB anyway. 


you can also do some fancy platform stuff with skullbash, but it's not practical at all 
and only used for flash. 


Crossup side b on people sitting on platforms is something | came up with today. At 
decently high percents you can edgecancel it and still hit with the reverse hit. so like 
its pretty safe and if it does hit then it sets up an edgeguard (Chaos). 


Fully charged it edgecancels from opposite ends of FD (Morph). 


Agility 

Agility is something | can talk about for pages and pages. There have been plenty of 
guides solely dedicated to Agility and the advanced agility techniques. | will 
reference a few sources that will go even more in depth on the subject later. 


For now, you just need to know that Agility is a great recovery move. Unlike 
Pikachu's, it does not have a hitbox. It does hurt pichum though, so keep that in 


mind when zipping all over the place. 


So the necessary information: 
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1st zip starts moving on frame 13 and lasts a total of 71 frames. 

If you do a second zip, it ends on frame 87. 

pichum has 29 frames after the first zip to aim the second one. 

pichum can preform a second zip (usually... I'll talk about that later) by aiming ina 
different direction. 


It has 12 frames of landlag, but only 1 frame of special land fall lag. I'll explain what 
that means later on in this guide as well. 


That's all I'm going to say about agility right now. Just know that it's incredibly 
important and paramount to the vast majority of pichum's advanced play. 


I'm going to leave this segment relatively short. Everything you need to know is 
included in the Perfect Agility segment. 


the biggest tip | can give for recovering with pichum isn't just thinking about it like 
"mix up your options" like people will tell you. The reason for this is that not all 
mixups are equal. I'm sure once | explain this, you'll realize intuitively that it's true, 
but it'll help you flowchart your mixups to minmax their ability to cover everything. 
What you've gotta realize is that, for example, when you're horizontal with the 
ledge, you could sweetspot from above, go horizontally to it, or do a"V" shape to 
get it from below, but if they're gonna ledgehop bair, then there's no reason to mix 
up between those recoveries. They're different visually, sure, but switching between 
those won't actually change anything. You still get ledgehop bair'd. You have to 
frame your thinking about recovery around like "If my opponent commits to 
covering X, what does that prevent him from covering?". This is one of the few 
aspects of pichum where I'd 100% recommend watching Mew2king/Mango/Other 
top players who don't actually main the character to study. Their recoveries are 
SO000 good, and while they won't know stuff like the intricacies of Perfect Agility or 
other pichum stuff, they intuitively understand where their opponent can and can't 
be way better than we do. 


Things to study: 


M2k pichum vs Eikelman - iirc, he shows off pichum's mixups using only a single 
part of the UpB similar to what Codeman was talking about. Mew2king also has a 
lot of ways of using up his recovery options (Not just agility) slowly as he falls to bait 
people off of the ledge. He's a master of getting there, take notes, and actually use 
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the mixups. Individually the options might not seem strong, but if you threaten 
enough dumb stuff near the edge, people will be scared to mess with you there. 
Mango pichum vs Spacies - Mango's recovery vs top spacies is amazing, just like he 
is with Falco obviously. He likes to pull some duuuumb mangles that work super 
well. Using my previous example, where there's a ton of options that aren't really 
different pragmatically because they would all be covered by ledgehop bair, Mango 
plays around that ledgehop bair with a ton of really good mixups. One that sticks 
out to me is when he was above the ledge and went straight down then up in 
towards the stage at an angle, then did specialfall down to the edge, like a 3-layered 
mangle. Eventually, once he conditions people into thinking like "Ledgehop bair just 
doesnt work against him" he starts mixing in standard straight-to-ledge mixups. 


Axe recovery - Obviously Axe is amazing. This isn't as applicable as you'd think, 
though, because Axe makes it very scary to edgeguard Pikachu in ways pichum 
can't, like threatening to gimp you if you get hit by UpB or Vair. What is very 
applicable is his repertoire of angles at different heights. He does this genius thing 
that is similar in effect to a mangle where it mixes up the timing they'd have to do 
the bair to beat his recovery. The way he likes to do this is by falling past little 
clusters of points he can sweetspot the ledge from. So as he slowly falls down, the 
"early" option is slightly higher up, then the "late" option is further down. This 
differs from a mangle because a mangle is determined to be covered by an early or 
late bair by the falling after the upb, not before. It's just pretty tricky. Also note that 
Axe doesn't do as much D] jolt to get people off the ledge as he used to, people are 
too good now and it just puts you in a worse position. Another thing to note with 
mixing up timing before upb is doing the doublejump right before the upb rather 
than doing it right after hitstun. just makes it easier for them to cover more options 
with process of elimination. 


Abate's Luigi's recovery - This seems counterintuitive, but hear me out. Abate is 
really really good at doing the thing | described m2k as being good at earlier. He 
has a limited amount of options to get back to the ledge, he's literally playing luigi, 
yet he gets back so incredibly frequently that it's amazing. take note of how clever 
he is with timing his various stalling/recovering techniques to make it hard to 
predict exactly when they need to counterattack. (Side B, doublejump, upb, downb, 
air dodge, etc). Pay super close attention to how he uses his doublejump to 
threaten people off of the ledge. pichum can do similar stuff with Fair > agility 
ledgehog. 
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PPMD's thread on Marth has a lot of good discussion on how he thinks of Marth's 
various recovering tools, which could easily be applicable to the vast majority of the 
cast. Pewpewu has also talked about this on numerous occasions. 


PPU's video on the different sweetspots that Marth can do with his UpB can provide 
some insight into the exacts of spacing and mixups in the recovery game. 


SFAT's Fox is really good at edgeguarding Pikachu, watch some of him playing to 
gain insight on the methodology Fox players use when edgeguarding Pikachu. Take 
special note of what Pikachu does that SFAT reacts to and uses to change 
positioning between different parts of stages and the ledge. This can be falling past 
certain points off stage which eliminates options, lacking a double jump, etc. 

Lastly, I'd encourage you to experiment with pichum's unique options through 
perfect agility. pichum can do a lot of microspacing mixups where it's ambiguous as 
to whether he'll PA onto the stage or grab ledge. This is only applicable once you've 
gotten people to stop beating everything you do with Ledgehop bair, though. 
Practicing UPA and HPA angles can also be incredibly useful. You need to put 
serious time into these, because a landing the HPA properly on the top platform is 
the difference between the fox being able to get up there fast enough after the 
ledgehop bair to cover both low and high recoveries (Chaos). 


still think recovering with pichum is not that bad for mostly the reasons you 
disclosed above. hell yeah it sucks, his up b is the only recovery in the whole game 
that provides you zero protection, whether that's in the form of invincibility or a 
hitbox 

but with the amount of options you have in the form of angles and length, i think 
you can at least make it work. It takes a lot more of it though (Amigo). 


So practical th:dr if |understand correctly: input up b, then move stick to red area if 


facing left / blue area if facing right BEFORE your character starts moving from up b, 
to get the turnaround up b. Does that sound right to everyone (Codeman)? 


so if im falling facing the opposite way from a ledge i can turn around beforei doa 
Straight upwards agility instead of doing the second agility to turn myself around 
(Piman). 


So axe is right about having to input the slight turnaround direction on double up in 
frame 22 or 23, but the region seems insanely small (Comet). 
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| was tilting the control stick, which made it shorten (Codeman). 


you can Mangle with the 1st part of Agility, def recommend (Chaos). 





these are pichum's optimal falls because he has a billion mixups. there's this one 
point where he can PA in like 5 amazing ways. it's just far enough from the stage 
where spacie ledgehop bair doesn't hit it. from ledge they can 50/50 the horizontal 
and the downwards one with ledgehop bair based on timing, but if they're still on 
ledge at that point you can just react and PA onto the top platform 

from further it's a bit harder. 


Thunder 
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Thunder is an interesting move. It's a bit wonky, and kind of hard to explain, so I'll 
just keep this real bare-bones. 


Thunder is primarily used to create a wall between you and your opponent. This 
works best if the thunder does not hit pichum, as he will have significantly reduced 
endlag. It also does no self-damage if it misses pichum. 


Generally, thunder does not combo into anything, but it does put opponents in an 
awkward position, which can often be capitalized off of. 


Occasionally, thunder is used to create a wall right over the ledge from a scar jump 
or doraki jump. This interrupts a lot of recoveries from bellow the stage in 
particular. 


In very specific situations, the strong hit of thunder is used as a KO move (this is 
when the thunder hit's pichum and creates a strong hitbox around his body). This is 
mostly used for style points and as a hard read. It's really sub-optimal, hard to land, 
and easy to punish. But if it's landed it as a punish, it's pretty impressive and 
definitely gets a crowd reaction. 


One of pichum's (and Pika's) most basic kill combos is called thunderflipping. This is 
when pichum upsmashes, then follows the opponent's DI and thunders, resulting in 
a slightly early KO, or at the very least, tacking on a bit more percent. 


Here are some random-ass Thunder combos from IGG. Fairly niche, but still nice to 
know. 


also | used to see people say that you should jump out and jump back in with a 
thunder, to put up a wall. you can do the same thing just by doing a ledgehop 
thunder and usually combo it into Fsmash or ftilt or whatever. Obviously Thunder 
to Fsmash would give them a billion chances to SDI, but still, pichum has some 
really cool stuff (???). 


honestly i've been looking into using thunder as a counter of sorts because it can 
actually combo super well if you get hit out of it. it's happened by accident a couple 
of times and I've always been able to combo into an aerial or another thunder, 
though risking taking a hit as the lightest character in the game is no bueno. it could 
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be good as a low percent crouch cancel thing so you suffer minimal knockback 
maybe? Idk (Amigo). 


Shop too Fhop back thunder is a good way to edgeguard Marth’s whho like to go 
low and stall, and almost always combos into a nair after. | also like to FHop out Dj 
back thunder if | know a spacie is going to Up-b to ledge just because its mental 
damage and leads to a stock usually (Morph). 


General pichum Info 
don't get hit 


pichum has a decent ground game which you need to maximize in most matchups. 
he is really good at juggling and gimping. 


learn how to move as fast as possible with pichum and time nair for whatever you 
need. chaingrabs are also important to know how to do. use dash dancing, 
wavedashes, and shield dropping to the best of your ability. 


pichum's matchups against relevant characters are all really bad. the only ones that 
are anywhere close to salvageable are marth and captain falcon but they beat 
pichum solidly as well. the only good matchups pichum has are against other low 
tiers. 


outplay the other person. bait people into doing stuff and dash dance to pressure 
people with pichum's threat zone around him, the area where he can nair, up tilt, 
down tilt, and grab. make sure to have people respect that area. don't let yourself 
get overwhelmed, because that leads to you getting hit. 


pichum's fresh nair is +1 on shield if done as late as possible, and staled nair is +0. 
there is also a bit of disjoint on his nair around his butt, allowing you to beat out 
other moves. up tilt and up air also have a lot of disjoint. instant wall jumps (aka 
doraki jumps) are useful for playing around the ledge. pichum can also land on the 
ground in the middle of agility with no lag if the end of the move is near the ground. 
you can do this from the ground by jumping and using agility immediately after you 
are in the air. 


stages are matchup dependant. smaller stages benefit you more if you need to 
keep characters locked down, while larger stages are better if you want to use your 
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mobility more. stages with closer blast zones are better if you need early kills, and 
the opposite is true if pichum can gimp well. i think the worst stage for pichum in 
general is FD because it takes away his platform game, making his predictable 
neutral more restricted (Comet). 


from my secondary pichum usage I've started to realize how much it pays off to 
play greasy m2k style and spend a lot of time hanging out by the ledge and being 
an asshole 


pichum's so good at going quickly to and from the ledge and his ledge options are 
incredible for his tier placing 


i feel like pichum players could benefit a lot from watching the way leffen 
seamlessly integrates fox's ledgedash options into his neutral and edgeguarding 
games 


if pichum players could execute invincible ledge options that consistently and 
decisively he would be much more effective when forced into the corner. ledge 
invincibility outright negates many of pichum's priority and range issues and when 
you mix that with the multifarious ways pichum can get to and from ledge and 
cover recovery options with his amazing speed and decent edgeguarding toolset, i 
think pichum might actually be at his best when playing defensively and camping 
under one of the side platforms, ready to retreat to ledge or escape back towards 
center if an interaction unfolds poorly for him. 


despite the fact that pichum has a lot of speed i don't think the dash dance nair 
centric neutral is always in his best interest, depending on the match-up. having a 
fully developed two-gear style of neutral where you have defensive corner camp 
m2k pichum and rush down nair spacing axe pichum seems ideal to me. lame m2k 
pichum certainly does better in teams if that's something you're into as well 
(Chandy). 


pichum has the same ledgedash timing as Fox. So if you know his timing, pichum’s 
should already be muscle memory. 


As with all things concerning pichum, nair is your primary option, attack is half the 
stage (Comet). 
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Based Chandy (peace be upon him) has provided us with multiple examples of 
ledge play with Agility: 
1. Perfect Agility Ledgedash, Shortened Perfect Agility Ledgedash, Ledgehop 
Agility Platform Edge Cancel 
2. Ledgehop Perfect Agility Platform Land, Ledgehop Double Perfect Agility 
Platform Land, Runoff Double jump Agility Ledge Grab 


3. Agility Ledge Grab Angles, Agility Same Direction Twice, Ledge Drop Agility 
Stall 


if we ledgedash perfectly we can have 15 frames of actionable invincibility. you can 
also ledge stall with ledgedash on WD off (Comet). 


If this number is correct, the ledgedash options that we open up are as follows 
(VoltBeast): 

e jab 
Ftilt 
Dtilt 
Utilt 
Usmash 
Dsmash 
Dash Attack 
Nair 
Uair 
Bair 
Fair 
Grab 


According to axe, because of their uniquely fast and safe tech in place, pichum and 
Pikachu can get their shields up much faster off of a tech on a platform than most 
characters so people not used to the tighter tech chase window will often aerial a 
little too late and hit your shield, leading to more shield drop opportunities than 
usual (Chandy). 


| think pichum is the best in the game at moving around at the edges of the stage. 
Like the far ends of the platforms, and the top platform and at the edge and stuff. 
His punish game at the edge is top tier for sure. If you can PA upwards perfectly 
(which you need notches for to do consistently Imo) then his platform movement is 
the best too (Chaos). 
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| think it's worth noting that dair only has a hair more knockback than nair and 
really struggles to find use age over nair in some combos 


D-smash is nice in theory vs people who don't like to be turned around during 
recovery like those with hook shots, but I really don't use d-smash very often. 


Something I've seen before with f-smash is it can reset fox if he misses a tech and 
he gets out before the last hit. But i question using it when jab does much more 
damage and gives us more time to follow up and can be used on reaction instead. 


If You predict a missed tech and are to far to reset sometimes | start charging right 
after nair and You can cover all options and if You start later than them they'll be 
forced to get up before You have to release. But most people don't know they 
timing for forced get up so it can be moot. 


The percents I'm more worried about are upair, up throw, and thunder combo 
percents. 


| have a few like no di sh upair forces fox to tech till 60% 
Falco 55 
Falcon 20 


Up throw doesn't work till 20 ish vs fox/falco ends around 85% 

Falcon 40 or 60 | can't remember. 

Fully charged side-b kills puff on middle of dl64 at 26% 

Oh pichum has by far the strongest f-smash in the game but it suffers from 
incredibly low knockback growth and at 20% tipper marth f-smash sends people 


farther (Muted). 


personally | like up throw nair uair to start juggles since heavies generally have it 
rough on landing (BBMD). 


up smash: one of the very few kill percents to put to memory here... i'm pretty sure 
it's as strong as fox's which is really nice. the other is probably chain grabs on 
spacies, and it'd be nice to know specifically when they start. and skull bash to 
punish missed rests on jigglypuff. 
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down smash: late mid percent to edgeguard 

forward smash: really unlikely to land but anything with decent percent is usually 
dead unless it's samus or peach 

nair: it kills eventually but you might as well convert to an edgeguard. when it 
Straight out kills then...okay. 

everything else: ledge of glory (Comet). 


You can do a lot of double aerials as pichum. One of my favorites is catching 
someone's jump then doing fair landing uair over and over again. Derf calls it 
pichum pillaring (Chaos). 

Derf on pichum Stages: 

Battlefield/FD are my #1 

Then FoD/Yoshis 

Dreamland 

Stadium 

okay i think we do have a haxdasnh. it only takes around 9 frames (maybe add 1 or 2 
if from farther away) to grab the ledge and we have 15 frames of actionable 
invincibility from a perfect ledgedash (Comet). 

our ledgedash is exactly the same as fox's except we don't go as far with our air 
dodge. pichum can nearly takes center stage without risk with ledgedash followed 


by advancing nair (Comet). 


only down tilt, down smash, and the aerials (on a platform) will shieldpoke 
consistently for obvious reasons. the dair quake can also shieldpoke well (Comet). 


You can shoot jolts with the intention of making their shield smaller so you can 
Shield poke with usmash (Chaos). 


The thing is that an f-tilt edgeguard doesn't always KO floaties. Also, | could see it 
being useful against some recoveries, like Marth's, or maybe you can bait them into 
an early up-b and upsmash out of shield. Although nair out of shield might be 
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better sometimes. Although nair out of shield might be better sometimes 
(ChivalRuse). 


SO. down tilt to nair. this seems to be some of axe's bread and butter. it can't really 
be a combo (unless the opponent has terrible DI i guess?) but it seems to be a nice 
pressure String. and it's probably okay against CC (Comet). 


choosing between nair dair and bair is weird. if you need/want the range and want 
a lasting hitbox then go for dair. bair if you don't want self damage for some reason 
or want to shift your hurtbox. nair if neither. juggling with anything is good (Comet). 


Dont use nair or bair to beat firefox theyre inconsistent. Use the back of fair. Fair 
then doublejump nair then upb ledgehog, works every time. For falco usually i like 
to just stay on stage then do the backthrow chaingrab (Chaos). 


In practice the invincible nair is the best option. Even if you space fair well you risk 
getting countered with shine. Granted, that's just with better players. either way fair 
doesn't send them anywhere disadvantageous unless they're trying to sweet spot, 
meaning they'll go under the stage. Any other instance invcible aerial are the best. 
Covering high? Ledge uair. Speaking of uair, that's what | prefer because | don't 
have to contest the firefox directly, it's not hard to hit, and it's a has a guaranteed 
follow up (well not really, but it's guaranteed against human Dl) (StrongNormals). 


Kadano pichum Ledgedash chart: 


E = ECB manipulation-abuse possible Yes/No (applied for OL only if the execution is 
managable/realistic; always applied for PL if it increases galint) 

OL = Optimal ledgedash (hard to do frame-perfect, but possible) 

PL = Perfect ledgedash (TAS-realm - requires a weird setup and/or tricky timing) 

NL = No-impact landing (requires a very specific setup usually) 

Al = Aerial Interrupt (Captain Falcon’s requires a very specific setup, namely 
grabbing the ledge out of his up-B apex, as well. Those of Samus and Yoshi do not) 


These values are for FD. Other stages, especially YS and FoD, probably have slightly 
different values due to their ledges not being perfectly even. 
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This chart is not perfectly accurate. I’m sure there are a few aerial interrupts and 
lagless landing options that | didn’t find. The ledgedash data itself should be 
correct, though. 


Comet on Edgeguarding with pichum: invincible nair for life. you can do some 
sniping with jolts. ledge grab into reaction ledgedash > punish works well. chaos 
said f smash can catch falco using bair in place so i think it's worth looking into. if 
you grab a spacie near the edge just grab the ledge and ledgedash if he goes high, 
jolts are too risky. respect spacies at the ledge and anybody else with good ledge 
options. 


Dash attack grab on ganons shield beats shield grab. Crossup nair to crouch on 
shieks shield works because she cant hit behind her very fast. Non L cancelled bair 
on ganons shield beats shield grab (Chaos). 


Usmash oos does a lot of the same things as CC Usmash except | think that it has a 
little more room for outplaying your opponent because you can hold shield for 
varying amounts of times, and mix up with other oos options that are vastly 
different from the options you'd generally use out of CC. You might be able to do 
something gimmicky where you always pivot shield so the back of your shield is 
facing the opponent in neutral instead of run up shield. So then you're threatening 
the "front" of your shield (really the back) with Uair oos, usmash oos, etc, while the 
"back" is being covered by shield grab etc.. People generally like to hit the back of 
people's shields when they don't know the pichum matchup, but as they get better 
at the matchup they're gonna realize that all pichum's best oos stuff is behind him 
(uair mainly), so they're gonna tend towards hitting the front of your shield again. 
I'd guess that you could counter that kind of adaptation with more CC/OoS mixups 
in a short-ranged game. Just brainstorming though (Chaos). 


ledgedash on WD off is a completely invincible stall. yes you can get invincible up 
smash amd down smash, and i got some mileage from pivot up smash and f 
smash. not sure if they're ever good options, i just wanted to see if they worked 
today (Comet). 


Against better players on the ledge you space a Dtilt so that it just barely clips 
neutral getup, then it'll cover roll, ledgehop aerial, neutral getup. then cover stuff 
on reaction if they get past you. if they're ledgedash masters then you need to 
commit harder off stage to make sure they can't get back (Chaos). 
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| know, defensive and campy play is def a mindset thing. | hated timeouts for a 
while until | started realize how effective it is, like if you slow it down then people 
dont know wtf to do, especially as one of the characters that doesn't have to play 
slow if they don't want like Fox or Sheik (???). 


Scarjump stall with Uairs is actually amazing on Yoshis btw (Chaos). 


Pivoting is something you should be able to do regardless of character. pichum gets 
a lot out of Pivot grab, Pivot usmash, and Pivot uair specifically (Chaos). 


| mean shielding is a big part of my movement in general, shield drops, stops, run 
up shield, pivot shield, WD OoS, etc. (Chaos). 


Uair and bair beat CC. Uair starts knocking them down around 35%, Bair pushes 
them away, meaning you can usually do late bair -> shield and if they dsmash it will 
hit your shield. The sakurai angle gives you a few more frames to get your shield 
up. Another gimmick is to do late nair -> spotdodge to beat CC (ChivalRuse). 


strong advocate of buffer roll after dairs and bairs to beat CC (Chaos). 


pichum is the only character with 2 frames of landing lag. Most characters have 4. 
Because of this, he can act out of crouch cancel 2 frames faster than most 


characters and is the only character in the game that can CC grab Fox's low nair 
shine before the shine comes out (Daolothe). 


That reminds me - down tilt/smash comes out as fast as grab doesn't it? They're 
disjointed too. You know where I'm going. Say Fox magically spaces outside of CC 
grab and rapid jab, you can always opt for dtilt or dsmash - which in this context is 
pretty safe (StrongNormals). 


| find that running empty short hop fast fall -> d-tilt being 2 frames faster is 
significant. | believe it's possible to train yourself to distinguish based on the 
opponent's dash dancing whether it's better to go for a late nair out of running SH 
or an empty land d-tilt (ChivalRuse). 


FD is good against spacies only, actually almost everything is mu dependant. i think 
the best stage for pichum overall is FoD, but Dreamland is pretty good imo (Amigo). 
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FD is generally bad - but only becuase the general collection of players are 
fastfallers. Yes we get a chaingrab, but they're better at everything else there. Our 
advantages are basically their advantages too (StrongNormals). 


Amigo’s Super Fun Facts of the Day: 
#001: Instant doublejump has the same fast fall window as fullhop 


#002: Dash attack, U-tilt, F-tilt, U-air, and Nair clank with Samus Missles and (most 
of) Peach's Turnips/Mr. Saturn 


#003: pichum can perform an alternative version of a ledge dash using a PA; it is 
done by rolling the control stick 180 degrees from away from the stage to towards 
the stage very quickly, hitting B while it's in the middle (2 frames after you jump). If 
done as soon as possible, pichum is invincible throughout the entire startup and 
the majority of the travel time of the move. Use sparingly 


(BONUS FACT): There is a guaranteed setup for the Battlefield Ledge Jolt glitch, and 
it goes as follows: Get on a side platform, roll towards the nearest ledge, drop 
down, horizontal PA towards the other side of the stage, and then use neutral B. 


#004: On Battlefield, Yoshi's Story, and sometimes Fountain of Dreams, full hopping 
and immediately dairing (nearly frame perfect) from the ground to the side 
platform (around the edge of the slope on YS) will cause an aerial interrupt. 
Combining this with an edge cancel can produce some interesting combos with 
dair’s 1 frame landing hitbox. (Note: It will only cause the 2% self damage from 
hitting the ground, not the rest). 


#005: Because Fair has a 9 frame auto cancel window, you can use C-stick fast fall 
auto cancel fair + L/R/Z to reliably buffer rolls, spotdodges, and shield jumps from a 
neutral position in the air. 


(BONUS FACT): Contrary to popular belief, Fair isn’t bad... in fact, it’s exactly the 
same as Pikachu's (minus the self damage). It can be used in a lot of the same ways 
as well; getting up-smashes at high percent, as a di mixup with nair, edge guarding 
fast fallers, etc. 


#006: Latest possible fresh Nair on shield is +1. Fox's Shine OoS is frame 4. If done 
perfectly, you can clank Fox's shine OoS with a jab. Because jab only does 2 
damage, it has less delay upon entering the rebound animation, giving pichum a +2 
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frame advantage. pichum could theoretically land another jab before another shine 
or any other option Fox has comes out, assuming pichum is close enough (though 
you could opt for a grab if you think Fox isn't going to shine). Spacing outside of 
Shine's range gets you a free grab if they shine. 


(BONUS FACT): Jab beats all of Falco's OoS options after late fresh Nair by two 
frames. If you do happen to clank with Falco's shine with jab on frame 3 (a little 
more difficult because Falco's shine has a small hitbox), you will have 4 frames of 
advantage. Spacing outside of the shine range is also much easier here.(edited) 
Keep in mind that "late" has to be perfect, as in the hitbox hits shield one frame 
before you hit the ground. However, it's important to know that all of the above is 
assuming the Fox/Falco is also frame perfect in their OoS option, which is very 
unlikely. So you technnically have about a 2/3/4 frame window to hit a late nair, or if 
you get the nair perfectly, you could have a few extra frames to act afterwards. 
Those extra frames could turn potentially turn into a short hop nair, or grab, or 
anything of your choosing 


#007: With Pika/pichum, if you use your dair in such a way that the aerial hitbox 
comes out close enough to the ground (about 1-3 frames before landing), you can 
hit CC'ing opponents for a knockdown and automatically jab reset them with the 
landing hitbox of down air. It works best on opponents at mid/high percents, 
especially on floatier characters like Marth and Peach. 


Various Percentages [very unfinished] 
Kill % 


Crouch Cancel % 


When Nair breaks CC 
Fox 63% 

Falco 66% 

Marth 69% 

Sheik 70% 
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When Dair breaks CC 
Fox 62% 

Marth 67% 

Sheik 68% 


When Uair Breaks CC 
Fox 28% 

Falco 29% 

Marth 30% 

Sheik 31% 


When Bair breaks CC 
Fox 86% 

Marth 91% 

Sheik 93% 


knee breaks CC at 26% 
falcon up air breaks it at 55%, bair at 44% 


MATCHUPS 


As of now, here's the definitive pichumcord matchup chart: 
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And here are some recent pichum matchup charts (as of 6/5/18): 
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Fox [-3] 


--Stages of Choice:-- 

1. FD: 

this is your number 1 choice against fox. High ceilings, no platforms, you CG game 
is unstoppable, combos for days, etc. 


2. BF: 

The platforms are perfect for you here, it's small enough that you can control it, and 
the ledges make fox's recovery predictable. You can't cg too well, but overall your 
#2 stage. It does have a lower ceiling though, so be careful of uthrow uairs at low 
percents. 


3.0 

You'll probably get camped a bit, but that's alright. The platforms are great for you, 
like battlefield, you can ledgecancel your upB from the ground on the top platform 
(the timing is a little harder than on battlefield though), so you have some 
anti-platform camping tools. You'll be able to cg in the middle of the stage, and the 
killzones are far away, so you get to live a little longer. DON'T GET INTIMIDATED BY 
LASERS. 


UNDER NO CIRCUMSTANCES should you pick Stadium. 
| like yoshi's as a pichum stage, but it's also terrible against fox. 
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If Fox plays correctly, sadly, there is really nothing you can do. But fortunately for 
pichums, almost no foxes will actually do that! The average fox player lays back 
while playing a pichum, because he's the best character, and you're terrible, so you 
can get opening on a dumb spacey who is auto-piloting the whole time. 


So, in neutral, you have your dashdance, generally into nair or grab or utilt, and you 
have your fullhop retreating jolts. You can use jolts to stop an over-committed 
approach, force fox to shield, or get fox to jump up on a platform. You need to look 
for that double jump, because that is a nice thing to take away from a spacey. 

You can also use fullhop retreating PAs as a baiting gimmick, but don't become 
over-reliant on them. 


Don't shield. Shielding stops your movement, robs you of a lot of options, and is a 
big bubble that tells for "here is a free grab," which means uthrow uair, which kills 
you at like 40%. 


Be careful on fox's shield. Your standard nair through shield->uair/pivot grab is 
risky because shine out of shield will crap on you. 


A lot of spacies like to laser camp or bair camp you. This can be pretty hard to deal 
with. 

What you're going to want to do is dash dance in an out. When they jump up, you 
want to run under them and do a dash canceled utilt. 

Those can be pretty hard to learn, so if you can't do it, rising uair will work too, but 
its more risky. 

you can also try upB gimmicks, but thats dangerous if they catch on. 


If fox is camping the top platform, it REALLY helps if you know how to ledgecancel 
your upB into a pivot fsmash. 
Don't just jump up there, because that's what fox wants. 


the name of your game is getting a grab and chainthrowing the hell out of any 
fastfaller with uthrow. You're pichum, any free stocks you can take, you should. 

If you get a grab near the ledge, bthrow that kid so fast. 

from bthrow, you can cover every one of fox's options if you react quick enough. 

| usually like to sh jolt to cover jump, sideB, and instant upB. 

You can also just nair. 

And if you wanna be ballsy, after you bthrow, if you side B off stage, and fox tries to 
buffer a jump, he'll get hit and lose his jump, then you just nair him. 


FACT$: 54 TABLE OF CONTENTS 


for edgeguards, if you time your fsmash so only the last hit connects, fox is dead. 
ftilt angled down also means a pretty dead fox. 


utilt (with your back to the ledge) is pretty darn good if they miss the sweetspot. 
you can fair or nair to intercept their sideB. Late nair destroys their upB. 


Jolts are great for their sideB or the charging phase of their upB, but once they start 
moving, upB will go through jolts, so don't over-commit. 


--Lastly-- 

Dling uthrow uair is suuuper important. 

Here is how it's done: 

DI the throw BEHIND fox. 

Then, SDI the other direction when he jumps to uair you (Derf). 


Anyway, Fox is faster than us and outcasses us in almost every apsect. CC Shine 
ruins our day, and if we DD camp, he can just laser or do the same thing but better. 
Neutral is heavily skewed in his favor, we just have a better punish game (Comet). 


u-tilt to f-tilt on Fox to get him off stage is a fairly good idea. The logic behind it is 
that u-tilt pops him up, and f-tilt beats whatever he tries to do (Comet). you can also 
use pivot dsmash, which is my favorite, since it semi-spikes (Derf). 


Camping in general. They can laser and CC and dash dance to stuff all my 
approaches. You cant outcamp him, and pichum loses hardest to the characters 
that outcamp him (Chaos). 


i agree more with chaos's line of thinking about staying on the ledge now. playing 
center stage just to get CC shined or something is terrible (Comet). 


Personally, I'm a huge fan of invincible nair from the ledge once spacies lose their 
double jump. Free af. 


I'm also a huge fan of ftilt always. From like 0-20ish% (I can't remember the exact 
percent off the top of my head) it's untechable and has low enough kb to combo 
into falling nair/dair (at that percent you can combo out of dair too). It's even more 
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guaranteed because spacies with dit+sdi everything towards the stage to tech out of 
habit, which makes follow ups way easier (Derf). 


| mean you can catch him but CC shine is bull*. Fox can dash dance and utilt and 
bair on any stage. Sure if the fox isnt super lame then it's doable. But like a fox that 
knows the matchup makes it so hard (Chaos). 


Play platforms vs spacies a lot. A lot of spacies neglect everything but ground game 
at low-mid level. So you can get a lot out of investing time in shield drops, 
wavelands, AIA, etc. 

Also run in -> wd down against people who drill shine in place/utilt/dash back 
because thats a crappy trio to deal with. Careful reactive aggression with 
threatening space is a huge thing i have been working on since | started dabbling in 
smash 4. Playing puff vs sword characters in that game has taught me so much 
about aggresive spacing and pushing stage advantage (Chaos). 


you just want the up air or grab. fox is way faster so you just have to outplay to win 
neutral. if you haphazardly nair at him it's an easy DD grab. you need to be good at 
SDI on up air (Comet). 


no matter what, from everything i know, it's always a guess of which optuon the 
Spacie picks instead of any insured death, and if i guess wrong, i get about 10-15%. 
whereas if i learn to down throw tech chase or amything else instead, it's a bit less 
of a guess, at least it's easier to position myself afterward (Comet). 


Very very hard to tech chase spacies for an extended period of time, a stricter 
window than Sheik's. | usually hard commit to covering 3 options on reaction (in 
place, missed, and one of the directions) to make the reaction considerably more 
lenient. Make species really afraid to tech to the edge by threatening fsmash and 
making your gimps really scary, then cover tech in with dsmash, bthrow, or pivot 
fsmash so really they're in the same position regardless. 


Platform tech chasing is way more reactable. It's like harder to flowchart but you 
can cover every tech with a reactive air/dash air etc.. Goal is to keep going over and 
over until they tech out at a reasonable percent, then Al Nair > off stage fair > dj 
nair, or Al Nair > last hit fsmash on DI in at low-mid percents. Also other offstage 
aerial things work too | just find Fair to be really reliable at beating Fox's stuff in 
that situation. Beats everything except like air dodge and suuuper low recovery 
(Chaos). 
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i Know i Say this all the time, but we should be able to tech chase like sheik. if we 
assume that we won't do that, then yeah punish game is usually worse. 15 frame 
reaction window if you space outside shine. unless they manage to spot dodge on 
the first available frame. buffer spot dodge doesn't work since it takes 1 frame 
longer (Comet). 


the hardest part is tech in place. if you can react to that then everything else should 
be fine, 26 frames vs 40 frames. most characters don't have frame 1 escape options 
So you often get an extra 1-2 frames. frame 1 escapes that i can think of are 

Spacies, bowser, G&W(well, up b isn't invincible but frame 1 hitbox), samus (Chaos). 


you hit the first firefox with an invincible nair, then you immediately go all in and 
just fly out there and hit him as quickly as possible before the firefox hitboxes start. 
if you wanna be a nerd about it then you can use Fair->DJ Nair to beat firefox since 
fair's hitbox is good (Chaos). 


Fair rising nair actually isn't very good. My rating of viability for that option is 1/10 
against Fox. Fox can escape nair by either jumping or opting to shine (he can also 
SDI shine while you're still in fair. This happened to me at a lower level so it can 
happen to anyone planning to play at a higher level. You'd be better off going for 
the classic Axe runoff dair (StrongNormals). 


Dont use nair or bair to beat firefox theyre inconsistent. Use the back of fair. Fair 
then doublejump nair then upb ledgehog, works every time (Chaos). 


In practice the invincible nair is the best option. Even if you space fair well you risk 
getting countered with shine. Granted, that's just with better players. either way fair 
doesn't send them anywhere disadvantageous unless they're trying to sweet spot, 
meaning they'll go under the stage. Any other instance invcible aerial are the best. 
Covering high? Ledge uair. Speaking of uair, that's what | prefer because | don't 
have to contest the firefox directl, it's not hard to hit, and it's a has a guaranteed 
follow up (well not really, but it's guaranteed against human Dl) (StrongNormals). 


Comet on Edgeguarding Fox: grab ledge and invincible nair if you can. dtilt is tough 
to time but it's disjointed enough to work. fsmash's final hit is good if you can get 
the timing. invincible rising up air to dair/nair should be good at highish percent. 
ftilt can be used to but i find d tilt to be applicable in more scenarios. 
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i get out of uair a lot with DI behind and ASDI the other way, but if fox single hits 
with up air you're screwed, but at least you can make him work for the KO. i think 
it's important to get fox to the point where up air breaks CC, so, a few carefully 
spaced nairs and down tilts. also have to watch out for up tilt because that move is 
dumb (Comet). 


But we can beat Fox's nair with disjoint, and our nair is 1 frame faster (Comet). 


if you're spaced against fox spotdodge then spotdodge shine isn't real. keep in 
mind pichum's grab is amazing, huge af (Chaos). 


Chaingrab %'s are ~15% to mid-80%, but you can regrab him from 0% if he doesn't 
DI (Comet). 


CG until 80 then nair/dair and edgeguard is the optimal thing. you could also tech 
chase with down throw until 100 for an up throw dair finish but that's harder 
(Comet). 


CC %'s Fox to pichum (Comet): 
Up tilt - 31% 

D tilt - 44% 

Up smash - 16% 

Up smash weak - 54% 

Nair - 60% 

Nair weak - 93% 

Bair - 51% 

Up air - 25% 


CC %’s pichum to Fox (Comet): 
Nair - 63% 
Bair - 86% 
Uair - 28% 
Dair - 62% 


Falco [-2] 


--Stages of Choice:-- 


1. FD: 
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Final Destination is your ideal stage against falco. There are no platforms to 
interrupt your chaingrabs or juggling, the walls and ceilings are pretty far away, and 
falco's movement is restricted due to lack of platforms. The only downside to this 
Stage is that you don't have platforms to maneuver on to avoid lasers. 


2. BF: 

As always, this is a fantastic pichum stage. The platforms are perfectly positioned 
for you to run around on and the ledges really hurt falco's recovery. The downside 
here is that, even though the platforms are perfect for you, they are also perfect for 
falco. He can be pretty fast on this stage, so you need to figure out his movement. 
At low percents, Falco will try to kill you off the top, so make sure you are SDling his 
shines. 


3. DL: 

This stage has its ups and downs. It's got really far walls, so you'll be able to live a 
lot longer, there is a lot of room for you to run around, and you'll be able to 
chaingrab for awhile in the middle of the stage, BUT, falco has a lot of space to just 
shoot lasers. Overall, this is not a bad stage for falco, but you should be able to use 
this stage to your advantage. 


DO NOT let falco take you to Yoshi's Story. You will die so fast. 

Falco's also love Fountain, and they can combo you for days. 

Stadium can be a risky choice as well due to the low ceiling and transformations 
don't help you. 


For the most part, your goals in this matchup are exactly the same as if you were 
playing against fox. Fortunately, Falco is a bit easier. You won't die off the top nearly 
as easily (still be weary of shine combos, however). Falco's recovery is also god 
awful and even easier to deal with than Fox's. One thing | want to make clear: As 
soon as you see Falco's upB charging, hit him out of it right away. He's dead. Falco's 
charging flames don't have a hitbox, so you won't get caught in them if you go out 
there. 


The main difference in this matchup is that Falco is going to use lasers to interrupt 
your movement and try to force you in to shield. BE CAREFUL WITH SHIELDING. 
When you panic and go in to shield, you're letting falco close in on you. 
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It is super important that you learn to SDI falco's shine. Pretty much, you want to DI 
away from him. NEVER DI A SHINE IN TOWARDS FALCO. 


Some really cool moves in this matchup are Utilt and Uair. They are disjointed, so if 
you time them correctly, you can challenge falco's down air. A lot of falco players 
are over-reliant on that move, so take advantage of it! 


It should also be noted that ftilt is the falco slayer. It'll smack him out of his recovery 
and lazy nair approaches. Use it wisely. 


If you get grabbed, falco is probably going to try and uthrow bair you. Don't panic, 
just DI behind him as if you were trying to escape fox's uthrow uair. 


When falcos are on the ledge, they love to ledgehop double laser. pichum isn't 
great at dealing with this, but if you are close enough, and they go for it, you can 
ftilt them. If you are a little further, try to get your powershielding down and reflect 
the first one. It can be pretty difficult to really do anything about it though. 


Other than that, the matchup is exactly like fox (Derf). 


Your goal is to get Falco to think he's safe approaching you, because you can stuff 
all of his approaches with Uair, then start a combo and kill him off of any combo. If 
Falco refuses to leave the ground/shorthop height, you gotta platform camp him 
until he overcommits and gets hit by shield drop uair (Chaos). 


When a falco is spamming AC bairs and utilt at the edge, it means you can runup 
Dtilt and beat all that. It's actually super common for Falcos to just go to the edge of 
the stage and try to camp us because they think that's what youre supposed to do 
against pichum. Really they should be holding center and walling us out (Chaos). 


Chaos on the Falco MU: So my gameplan against falco is Uair in neutral, it beats 
EVERYTHING (Nair dair bair). And don't stay at the same level as the lasers. Also 
make sure you time your Nair to hit on frames 5 and 6 if they're in front of you. And 
8 and 9 if they're above you. pichums punish game on falco is almost as good as 
falcos on us. As far as edgeguarding Falco, at low percent | either run off fair double 
jump Nair or wait for their jump and fsmash. Sit on the platform and fall through 
nair to beat Ledgehop double Laser. Practicing the Nair timing is really easy with 
20XX frame counter. Just make sure you're able to do the same timings regardless 
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of drift on command. | did drills with aerials out of shield drop, dash, shield stops, 
doublejumps, etc.. 


Play platforms vs spacies a lot. A lot of spacies neglect everything but ground game 
at low-mid level. So you can get a lot out of investing time in shield drops, 
wavelands, AIA, etc. 


Also run in -> wd down against people who drill shine in place/utilt/dash back 
because thats a tricky trio to deal with. Careful reactive aggression with threatening 
Space is a huge thing i have been working on since | started dabbling in smash 4. 
Playing puff vs sword characters in that game has taught me so much about 
aggresive spacing and pushing stage advantage (Chaos). 


u-tilt to f-tilt on Falco to get him off stage is a fairly good idea. The logic behind it is 
that u-tilt pops him up, and f-tilt beats whatever he tries to do (Comet). you can also 
use pivot dsmash, which is my favorite, since it semi-spikes (Derf). 


you can use the platforms to avoid the lasers and try to snipe him with shai drop / 
runoff aerials. that only works if falcos don't want to be patient, though. you can 
also try powershielding the lasers, which is hard, but it's the best answer to them. 
remove the spring from your controller, boot up 20xx, do whatever, and practice 
that. i'm not consistent with it now but i wish | was. you can also just take the lasers 
and do whatever before falco does what he really wants to do to you. the lasers 
don't stun you for that long, they're just annoying, especially if they catch pressing 
lots of buttons. 20xx is useful for this too; get shot, get shot a lot. 


about powershielding: remember that you still get shield damage when ou do it. i 
haven't tested this, but i would imagine that it would become harder for pichum to 
powershield after 3 or so lasers. it's still possible, and i've done it, but i think it's 
something to keep in mind. 


ideally you don't want to let falco feel comfortable enough to approach you. if it's a 
smart falco that has reasonably good tech skill, falco can rip pichum apart from just 
one solid hit. if you know what falco vs fox is like, pichum wants to play a lot like fox 
with the sort of passive aggressiveness of not approaching much but finding 
obscure openings and punishing the hell out of falco for them (Comet). 
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Doing some testing with powershielding falco's laser. It seems like the window for 
powershielding may be marginally greater if pichum is facing the opposite 
direction. As you can see, the space between the edge of the shield to the hurtbox 
in relation to the laser's y position is slightly bigger on the back part of the shield 
than the front This may be negligible in practice, but worth noting (StrongNormals). 


wavedash cc, thoughts (Amigo)? 


i think it's important to get falco to the point where up air breaks CC, so, a few 
carefully spaced nairs and down tilts. also have to watch out for up tilt because that 
move is dumb. falco is basically the same thing as fox except he'll probably try to 
stuff approaches with bair instead of DD grab more (Comet). 


Very very hard to tech chase spacies for an extended period of time, a stricter 
window than Sheik's. | usually hard commit to covering 3 options on reaction (in 
place, missed, and one of the directions) to make the reaction considerably more 
lenient. Make species really afraid to tech to the edge by threatening fsmash and 
making your gimps really scary, then cover tech in with dsmash, bthrow, or pivot 
fsmash so really they're in the same position regardless. 


Platform tech chasing is way more reactable. It's like harder to flowchart but you 
can cover every tech with a reactive air/dash air etc.. Goal is to keep going over and 
over until they tech out at a reasonable percent, then Al Nair > off stage fair > dj 
nair, or Al Nair > last hit fsmash on DI in at low-mid percents. Also other offstage 
aerial things work too | just find Fair to be really reliable at beating Falco's stuff in 
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that situation. Beats everything except like air dodge and suuuper low recovery 
(Chaos). 


the hardest part is tech in place. if you can react to that then everything else should 
be fine, 26 frames vs 40 frames. most characters don't have frame 1 escape options 
So you often get an extra 1-2 frames. frame 1 escapes that i can think of are 
Spacies, bowser, G&W(well, up b isn't invincible but frame 1 hitbox), samus (Chaos) 


Dont use nair or bair to beat firefox theyre inconsistent. Use the back of fair. Fair 
then doublejump nair then upb ledgehog, works every time. For falco usually i like 
to just stay on stage then do the backthrow chaingrab (Chaos). 


In practice the invincible nair is the best option. Even if you space fair well you risk 
getting countered with shine. Granted, that's just with better players. either way fair 
doesn't send them anywhere disadvantageous unless they're trying to sweet spot, 
meaning they'll go under the stage. Any other instance invcible aerial are the best. 
Covering high? Ledge uair. Speaking of uair, that's what | prefer because | don't 
have to contest the firefox directl, it's not hard to hit, and it's a has a guaranteed 
follow up (well not really, but it's guaranteed against human Dl) (StrongNormals). 


yeah just nair lol, you should always try to hit falco before he has time to actually 
move with his up b. his charging has no hitbox and even if he went towards stage 
it'd still hit. thunder's always an option tho (Amigo). 
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When falco is as close to pichum as possible, pichum's grab will contort his hurtbox 
enough to avoid shine on frame 3 and 4. When falco is slightly further away the 
whole grab dodges shine. | think you could just shield di away and land shield 
grab's often against falco pressure. 


It's an OOS situation. The more the spacie drifts toward you the more you have to 
compensate. Most of the time Shield DI/Shield SDI (not sure the difference) should 
be enough. If they have full drift maybe light shield+shield DI is necessary. | can do 
more testing if you think that would be helpful. Also, is anyone interested in sharing 
SaveStates? | have a couple to practice different pichum tech like Up-b cancel, 
fastest +1 nair, Al Nair, ledgedash, etc. (Dublat). 


Chaingrab %'s are ~18% to late-80%, but you can regrab him from 0% if he doesn't 
DI (Comet). 


CC%'s pichum to Falco (Comet): 
Nair - 66% 
Uair - 29% 


Marth [-2] 


--Stages of Choice:-- 


1. Battlefield: 
Always and forever. Movement is super important in this matchup. You never want 
to be standing still. 


2. FD; 
This is usually a solid pichum stage. You have a lot of space on the ground and you 
can jolt spam like no tomorrow. 


3. DL? 
Good stage in this mu. Lots of room and you don't die as quick. 


Avoid: Yoshi's and FoD. Really close sides, not a lot of room to run. Bad things 
happen. 
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Alright, I'll just start off by saying this matchup is balls. Marth pretty much decks 
you super hard. But, you can do things if they aren't playing the correct way, which 
a lot of low level marths won't. 


So let's break it down: Being close to marth sucks. Getting tippered is gonna kill you 
at like 30%. Approaching is really hard. 


So what you're gonna want to do is run around a whole lot and shoot a lot of 
fullhop jolts. | like to bait marth into the air with a fullhop and then use a retreating 
doublejump jolt if he tries to sh fair me. 


If marth is on the ground, he can kinda just jab your jolts, which is really dumb, but 
there isn't a lot you can do about that, so whatever. Try to get him off the ground. 


You're gonna be playing just outside his range a lot. This is tricky because the very 
edge of his range is the part that kills you, so you have to be super careful and 
aware of your position the entire time. 


When marth fsmashes your shield, you use a PA to get close to him and grab. If 
they're bad you can fsmash, but a better player will just sdi out of that if they react 
quick enough. 


Once you get a grab you can dthrow into stuff. At really low percents if they don't 
do anything you can regrab or tech chase them, but marth's tech rolls are pretty 
good, so you'll have to use PA to follow them a lot of the time. Or you can just 
usmash and try to get something out of that by baiting an aerial out. 


At mid-high percents, nair is usually the best follow up. It doesn't set up a whole lot, 
but it's really safe. A lot of the time it'll force marth into the grounded position or a 
place where he has to tech and if you react quick enough you can follow that up. 


Marth off stage can be tricky to gimp. Jolts are always a good option to try and kill 
his double jump. 

| like to bait the doublejump aerial out by getting bellow him off stage and then 
using a rising nair to punish, but don't get over-reliant on that because marth has a 
big ol' sword and can punish you pree good. 


Learn the marth slayer. It's really easy to do, and you'll definitely need it. 
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If you don't know what that is, you basically just roll towards the edge and angle 
your light shield down and towards the ledge, when marth's upB hits it, you'll fall 
onto the ledge and then marth dies (Derf). 


Battlefield and Dreamland are your best bets. BF has perfect platform positions for 
movement, which you can use to approach him at different angles or camp. The 
platforms are also amazing for extending combos from up throw. You can get 
things like up throw > up air > edge cancel dair (both hits) > nair > whatever 
(probably more nairs). Even more stuff can link if you're proficient at Al (aerial 
interrupt) nair. DL is like BF except Marth gets more room to move, but Marth has 
an extremely hard time killing us. FD and PS are the next best stages. FD has large 
blastzones that you can use better and nothing gets in the way of juggling, but it 
also gives Marth a lot of room to abuse his better movement. PS is nice for the 
lower ceiling and the transformations can help us out (they give us more gimmicks 
than him) but we still don't have platforms that are of any use to us and he can use 
DB1 > up tilt to kill us faster. Yoshi's Story and Fountain of Dreams are terrible. 
Avoid them like the plague. | have a definitive preference for YS though. There, we 
get scar jumps, a lower ceiling, and the platforms won't block our nair approaches. 
Why is it so bad? Tipper f smash kills us instantly and we have nowhere to run. 


This MU is actually really similar to how Fox or Pikachu deal with Marth. In neutral, 
we can either whiff punish or call out his movement. Be sure to mix up where you 
place your nairs and how you go about baiting. Jolts are fairly useless, though if you 
have a lot of space or are in a position where there is minimal risk of punishment, 
you can throw one or two out to change the pace of the game, even though they 
should just be shielded or jabbed. | find myself able to do this most often on FD 
since platforms can usually get in the way. If Marth ever shields, overshoot nair is 
unpunishable and Marth has no good options OoS behind him. If we're close 
enough, his nair will go right over pichum's head, so you don't even have that to 
fear. Be careful if you land in front of him since up b OOS is fast and strong. That's 
all you have to worry about though, since Marth's OoS options are all-around 
terrible. 


We're not Pikachu, but our platform game is still quite stellar. If Marth ever up tilts 
our shield, that's a free shield drop anything. We can also DD camp on the platform 
quite well if the Marth wants to approach since we can shield drop nair him if he 
gets close. 
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For edgeguarding, intercepting his up b with an invincible nair works really well. You 
can also use jolts to push him back. If he gets hit, he's probably dead. You can also 
jump out and rising nair but this is risky and sometimes you'll just get hit by DB. If 
he's really low, you can do anything that prevents him from up b'ing to ledge-grab 
range since it's really easy to tech. Oh, and the Marth Killer is awesome. If he 
doesn't space up b well, you can down tilt him and go from there (Comet). 


You can do marth slayer->nair facing the ledge if you hit A quick enough. Easier if 
you just angle your shield straight back instead of back and down so you dont ff to 
the ledge. 


In neutral, if marth isn't swinging his sword, you want to make him start doing that. 
So you have to threaten his space (Derf). 


you're a worse fox. neutral is really skewed in his favor but it's not as hopeless as 
against spacies. once you touch him, typically by hitting him out of a dd, you can get 
some hefty damage and bully him when he tries to land. there are other things you 
CAN do but i think nair planing is the way to go against marth. you can play around 
with AC up air and other aerials that do the same thing but slightly differently too. 
AC up air loses to CC less than nair, but marth shouldn't CC much unless he CC 
grabs a late nair which usually means we made a bad call (Comet). 


Whenever you get a grab, uthrow -> Nair. think it's p much guaranteed (Slime 
Mage). 


Yeah just baiting and nairing is what needs to happen. We're probably best in that 
mu on like dreamland or bf (BBMD). 


you can do icky things to marth on BF with stuff like up throw > ai nair > regrab > 
stuff. for some reason i was 100% consistent with that at smash con without trying 
(Comet). 


Well DL is definitely the best stage, Marth dislikes it due to platform spacing and it 
lets us live longer (Shadows). 


i think YS is better than FoD for wall jump tricks, and the ceiling is lower which is 
nice (sort of). we don't land up smash on good marths much but it doesn't really 
help him. and i don't like getting blocked by platforms (Comet). 
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| think I've gotten short hop fast fall autocancel fair short hop nair against marth, | 
know what you're getting at though. | think the real problem is that the swingy 
marth is thwarting your approaches. If you simply stand right outside of Marths 
range and run in nair a few times, they will stop, that's when you can open them up 
pretty hard. Good marths won't do this though, retreating fair and waiting for 
pichum nairs, etc (Codeman). 


If the marth is bad at having his back turned | can see rolling working well. Dash 
dance grab up throw nair is a good tool in the matchup, try doing that if you're 
getting stuffed with landing fairs. It's a really fun matchup, pichum and marth and 
like the antithesis of each other imo. Marth is utilizing space, pichum is utilizing 
time. They both use aspects of the other but | think you know what | mean 
(Codeman). 


CC %’s Marth to pichum (Comet): 
Fair tipper 55% 
Fair weak 75% 


CC %’s pichum to Marth (Comet): 
Nair - 69% 
Bair - 91% 
Uair - 30% 
Dair - 67% 


Sheik [-2] 


--Stages of Choice:-- 


1, DE 

Dreamland is pretty much your only hope in this matchup. You can abuse your 
mobility to run around sheik a bit and keep yourself alive a lot longer than on other 
Stages. 


2. BF: 

This is only a good stage for you if your movement is on point. You need to be able 
to hit every edge cancel and keep moving at all times. This stage is really good for 
sheiks to move around on and needle camp, so you need to be moving faster than 
She is. Be careful of the lower ceiling, sheik will want to dthrow uair you. 
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Never let Sheik take you to Yoshi's Story or Fountain of Dreams. Stadium and FD 
are also risky choices though. 


This matchup is straight up horrible. You don't really have a crouch cancel, so sheik 
can just start wailing on you at low percent. You have to be moving fast and 
occasionally put yourself in risky positions just to get around sheik's needle 
camping, and even then, you have enough trouble dealing with just sheik's ftilt. 


You're pretty much going to want to run away with jolts for as long as you can. It is 
super important that you never stop moving in this matchup. 


If you get grabbed, you're probably dead. Sheik is going to start dthrowing you and 

can chaingrab you with it until killing percent. You're going to want to try to mix up 

your DI a bit, but sheik can react to it easily. Try to get off the stage, Dling down and 
away. You'll probably get faired and die, but sometimes you'll live. 


Edgeguarding sheik is pretty easy. Pretty much, just make sure she loses her 
second jump, then grab the ledge and hold it until she reappears. If she teleports 
on to the stage, just jump up there and throw her back off or upsmash her if she's 
at high percent. 


Fsmash is very interesting in this matchup because it will suck sheik in if she tries to 
sweetspot the ledge. Don't overuse it because a good sheik will SDI out of it. 


This is a matchup where thunderwalls can actually be useful if used correctly. They 
stop needles and prevent sheik from approaching you. 


If you get the chance to get sheik above you, try to keep her up there as long as you 
can with uair, utilt, usmash, and rising nair. She has trouble coming down on top of 
pichum. Watch out for fast fall fairs though. 


If you get a grab, dthrow and fthrow are really good. You can pull off some janky 
chain throws at low percents. At mid percent, your dthrow combos into your aerials 


really well. 


Overall, this is a rough matchup. Don't get frustrated (Derf). 
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play near the edge bc your punish game is as good as hers there, because it nerfs 
her chaingrab since you can DI off stage, and you can do the rinse and repeat 
edgeguards easy. abuse ledgedash grab and ledge camping. Agility ledgehog if she 
tries to shino stall. don't fight vs her platform game or center stage game, just not 
worth it (Chaos). 


| don't think jump out of stun (Sheik CG, 65-75) has to be frame perfect. If you hold 
up its a 3 frame window. You could even do additionally inputs to increase the 
frame range to jump out of hitstun. You get get a 5 frame window by holding up 
and then pressing X followed by Y on subsequent frames. You could continue to 
increase the frame window infinitely by repeating up->x->y->up->x->y..... | could be 
wrong but | just tested this in 20xx Frame by Frame mode and it seems to be true 
(Dublat). 


Shiek is not unwinnable by any means. At high level you get hurt as much by a grab 
as fox would against sheik. Neutral isn't absolutely awful, Sheik favored for sure, 
but not awful (Chaos). 


f tilts can be baited and punished (Comet). 


CC %’s pichum to Sheik (Comet): 
Nair - 70% 
Bair - 93% 
Uair - 31% 
Dair - 68% 


Jigglypuff [-3] 


--Stages of Choice:-- 


1. Yoshi's Story: 

An obvious choice for pichum, there isn't a lot of space for puff to maneuver, so you 
can chase her very easily. The ceiling is low, so you'll get kills off the top quickly. The 
sides are close, however, so you'll die pretty quickly from her bair. 


2. Stadium: 

Another solid choice, low ceiling, slightly further side killZones than on yoshis. The 
only bad thing is that you lose your top platform, which can make things a little 
harder. 
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3. Battlefield: 
Our good friend battlefield, always a solid choice for pichum. You can really abuse 
the platforms here and be very troublesome for puff to try and catch. 


FoD is an alright stage, the ceiling is kinda high, but the moving platforms can 
annoy puff quite a bit. Really try to avoid FD and Dreamland. FD is really big and 
has no platforms, which you really want in this matchup, and puff will just live 
forever on dreamland. 


This matchup isn't really that complicated. It can be hard at times, but your goals 
are pretty straight forward. Basically, you either want to be under puff, or camping 
the platforms. 


So, as you probably know, puffs like to try an wall you out with bair. Surprisingly, 
this can actually be kind of hard for them to do against pichum because you're tiny 
as hell. The easiest way to deal with this is to wait for puff to jump, if she looks like 
she's going for a low bair, just fullhop jolt. If she goes higher to try and stop an 
approach, you want to get under her either by running in and usmashing or utilting 
(rising uair works too, but it only does 3%) or by using a PA as soon as she leaves 
the ground. 


Jolts are really good in this matchup. Usually you want to be using fullhop retreating 
jolts or falling jolts from the top platform, similar to how sheik would needle camp. 
Since neither of you can really combo each other, this is a matchup that is all about 
just getting a hit or two and then getting out. You have to be very conscious of your 
positioning the entire time. 


Your moves tend to send puff way above you, she's really slow at falling, so you can 
just hit her with thunder for free. It doesn't do a lot, but it really annoys puff players 
and it wracks up percent. 


Puff players usually won't go for rests against pichum because you're really tiny and 
hard for them to hit, but if they do, and they miss, you want to charge up your 
sideB. It's the puff slayer. If they have any percent, they will probably die from it. 
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Just be really careful with your tech rolls, because they are slow as hell and puff will 
be looking for them. Also, when you get grabbed, puff usually dthrows, looking for 

you to DI in or something dumb like that so she can get a free rest, so just DI away. 
Her grab really doesn't do anything to you. 


| don't like generic nair approaches in this matchup, puff looks for them and you 
don't have the range to approach her bair. Jolts are definitely your best friend here 
(Derf). 


pichum puff is basically like, we win neutral, really well actually. But we dont have 
any punish game, we dont have any edgeguarding, we cant kill puff, so you just 
have to outplay puff in neutral for like 7 minutes straight without screwing up if you 
wanna win. it's still doable, but pichum puff is like 80-20 (Chaos). 


pivot usmash to poke her tiny little hands sticking out of her shield, generally shield 
camping is a thing puff does to us because we dont get anything off of grab, but 
rising FH nair to falling nair to fsmash on shield pokes every time if they're holding 
the whole time (only bad puffs will hold that long). it also catches jumps oos etc.. | 
learned a lot of dumb setups by fishing for jank kills while playing the matchup for 
like 5 hours straight, then in tournament | camp a lot more and play like crazy. 


A crappy thing to do is backthrow her instead of uthrow or dthrow to put her off 
Stage, then edgeguard without the intention of killing. Jolts if she goes low, 
ledgehop thunder when she gets close, and then keep her from going directly down 
on top of you with uairs. it takes a sec to get used to but it works, then if she does 
get through uair walls, then you platform camp her. play like the lamest piece of 
garbage ever and you'll do wonders (Chaos). 


fsmash setups are like super super reliable, catches roll, spotdodge, jump, hold 
Shield. if they hold their shield until the fsmash part then they're dead, vs puff 
anyway. and you might need to space it decently well idk (Chaos). 


You have to get a really hard read to kill them or wait until 130% to kill them with 
Nair. Neutral itself isn't puff favored; it's pretty even. But puff destroys pichum in 
terms of how quickly she kills you compared to how quick you kill her (Chaos). 


Be more patient than him. In reality puff has to approach you. you're faster and can 
run in circles around the edges of the stage incredibly well. arguably better than fox 
in the matchup because we don't die insta if we get hit near the edge (Chaos). 
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You can do pichum pillar combos with fair, but they're SDlable. Fair Ftilt is real, not 
Fair Utilt since that's Frame 7 iirc (Chaos). teeter cancel fair into up smash is also 
true (Comet). 


uair strings against puff are a fair point as well, pretty difficult to actually kill with 
though if they DI off stage, since it's hard to get maxium distance offstage thunders 
and live, especially on yoshi's. but when they DI towards center stage, it will work. 
but Puff can SDI out of thunder and not die pretty easily, so I'd recommend it as a 
mix-up, rather than a go-to kill set up (Derf). 


you have to try to avoid her when recovering or you get the taylor swift treatment, 
which is dying young. i think you can up throw up air under on low ceiling stages 
but it's REALLY hard to land and Dling different directions would probably destroy it 
(Comet). 


When puff recovers low pichum can stage spike them hella easy by jumping out 
and bairing. Gimmicky though wont work if they know the gimmick (Chaos). 


no, i mean jigglypuff can rest pichum out of pichum's down throw. so don't down 
throw jigglypuffs. it might be a percent thing. it was low percents (Dizzy Pink). 


Against puff | like to dthrow then read their DI and Nair them (Chaos). 
Fully charged skull bash kills earlier than Usmash for sure, 39% damage (Chaos). 


Pivot usmash is really easy to space in such a way that it pokes her tiny hands 
sticking out of her shield (Chaos). 


you can up throw nair even puff at 0 for pure damage. at around 50 you can try to 
cheese with up throw up air thunder. it's true but generally you won't be able to 
follow DI on competent opponents (Comet). 


Peach [-3] 


--Stages of Choice:-- 
*It's difficult to say which stages are best for this matchup, because it changes 
depending on the style of peach. 
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1. BF platforms are your best friend in this matchup. You're going to spend most of 
your time running around peach, and the position of the top platform makes this 
very easy. 


2. PS I'm personally not a fan, because you lose your top platform, but you can kill 
peach off the top pretty quickly. You can also stop peach from getting to you in 
certain transformations via thunder. 


Yoshi's and Dreamland are iffy stages that depend on the peach. Dreamland gives 
you a lot of room to run, but peach is not gonna die. As for yoshi's, peach dies, but 
she corners you really fast. These days there are a lot more aggressive peach 
players, and they love yoshi's. 


FoD is another iffy stage, | love FoD in general, but like yoshi's, you have no room. 

You also have a low ceiling (it takes longer to kill peach), close side blast zones (she 
kills you faster), and peach loves the platforms on this stage (you can utilt through 
them and stuff, but watch out for those low blenders) 


FD is your worst choice, in my opinion. Having platforms and staying off the ground 
is Super important. 


Alright, on to the fun stuff: 
This matchup requires you to be moving. A lot. You need to develop strong 
platform mobility, which is why I'm such a huge fan of battlefield. 


Approaching peach is pretty difficult most of the time, which is why you generally 
are gonna want her to come to you. 

You can sometimes run in with nair if she's on the ground, but while she's floating, 
you're gonna want to keep your distance. 


turnips are pretty much a free approach. Most peach players can't consistently 
turnip pull cancel (it also puts them in a bad position since they usually have to be 
ona platform), so if they just stop to pull a turnip, run in with a nair. 


once peach has a turnip in her hand, you can force her into shield and there isn't 
much she can do (still watch out for FC aerials OoS though). 
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learning to catch turnips helps a lot, you gain a projectile that doesn't hurt you, and 
pichum's aerial item throw is pretty decent. 

it's easiest to catch them from a crouch or standing still, but you can still catch them 
in the air, so just practice. 


ok now general peach tip: 

unless peach dash attacks or jabs/tilts, this :GCD: (crouch canceling) is a terrible 
idea. If you cc a downsmash, you're going to take up to 80%. fortunately, pichum's 
crouch cancel sucks, so you usually won't take the full 80%, but generally speaking, 
you're gonna have a bad time, so only CC if you know for a fact that you're getting 
away with it. 


Shielding while peach is floating is also questionable (aka bad), because an FC aerial 
on your Shield gives peach a major opening and she can shield pressure really well. 
Don't try to shield grab an FC aerial. If you do shield an aerial, peach will do one of 
these three things: 

1. jab. this stops shield grabs. (usually followed by: ) 

2. grab. usually a mix up. 

3. dsmash. that just eats your shield up. 


so yeah. those are solid options, you might get lucky and read a grab and 
spotdodge it or buffer roll out or something, but generally, shielding is bad (unless 
you're on a platform) 


Both of these scenarios are completely avoided by playing on the platforms and 
avoiding the ground altogether. 


Run around spamming jolts like a madman. Your goal is to get peach off the 
ground. Usually, she tries to float underneath you (you always want to run back to 
the top platform) and try to poke you with aerials. You can jump over them, CC at 
low percent, or shield. I'm a fan of either avoiding them, or using shielddrop aerials 
(usually uair) to put her in a bad position (she does not want to be above you) 


You can also use agility OoS to get underneath her (PAs are ideal, obviously) and 
then trap her with uairs and thunders and all that fun stuff to wrack up as much 
percent as you can, then once she gets down, repeat the process. 
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This matchup can be slow and repetitive, but pretty much you're going to do that as 
much as you can to gain percent, then try to get an upsmash or get her offstage 
with nair. 


Edgeguarding peach is tough, but pichum is capable of doing it. You aren't pikachu, 
but you still have a really solid edgeguard game. 


rising double jump nairs from underneath are your best friend. jolts will knock 
peach from her float or force her to put her umbrella down, which makes her 
vulnerable for a short period of time. you can also create off stage thunder walls to 
stop her from just floating to the ledge. 


This was one of the matchups where | started implementing Derf Hops to 
edgeguard, but they take set up and can be difficult to learn how to time (Derf). 


Chaos on the Peach MU: She can nair on reaction to beat yours. Look at her hitbox 
though 





So the way you beat it is by spacing under it and hitting her feet, or by going above 
it and hitting her head. Hitting it head-on doesn't work because it's a way better 
anti-air than your nair is an aerial. Generally you can just poke at her feet with 
SHFFL Nairs if she's floating, or fullhop nair over her if she's floating. A peach who 
knows the matchup is going to stay grounded, though. 


They're gonna sit in place using FC Nair and Bair as anti-airs, CCing everything that 
they don't straight up beat, and winning the punish game and war of attrition. 

If you try to camp her by abusing superior movement, then you're gonna get 
screwed by Turnip camping. My gameplan for the matchup is to mix up between 
ground play and platform camping. Getting better at using Turnips than the Peach 
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is will give you really good results, too. A peach that "knows" the matchup is gonna 
be really easy to grab, because they know you can't get a lot off of it. It's your job to 
do weird stuff like Fthrow regrab that they're not used to. 


Fthrow -> Crossup Fair -> Dsmash can get them off stage. Not a real combo, but if 
you space it then it beats her Nair out of hitstun since you're rising and hit her 
head, then she's barely airborne when the Dsmash hits, making her unable to CC it. 
Great for getting her off stage when she's holding center. Her doublejump is really 
slow, meaning that you catch her doublejump with Fair as well, so she can't get out 
of a lot of dumb Fthrow stuff, unless she Dis down and buffers roll, which you can 
punish on reaction. Flowcharting aggression like this is really good, just stay 
reactive and attentive, and constantly be trying to learn. 


Platform camping isn't good for actually winning or keeping a lead, use it like Hbox 
ledge stalling. Tilts them. 


If she throws turnips at you, catch them. pichum has an abnormally big hitbox for 
catching items in mid-air. Worst case scenario you miss and click Z or Ain the air 
and get a Nair, which obviously isn't that bad (Chaos). 


Down smash is actually one of the biggest things | look for peach to do. You want to 
bait it out, most peaches will just throw it out when they panic or when they land. 
You can do this pretty easily against bad peaches by conditioning them to think 
you're going to approach with low nair, then start djing away right before youre in 
dsmash range. In general, you usually want to be approaching when your opponent 
is vulnerable, so learning to identify those situations can be pretty hard. 


It's definitely possible to gimp Peach. Peach is terrible at dealing with things 
underneath her. So your go to edgeguard on peach is this: 

1. jolt to knock her out of her float/dj 

if she is a decent peach, they'll often shake out of tumble into float to save the dj, so 
pay attention to that, just jolt the float, then jolt again for the double jump. 


2. when she upBs, get under her and then rise up with a nair. if she's not dead, just 
do the same thing again. Her recovery is super slow, so you'll be able to make it 
back to the stage and run off again easily. 


if she's going mid or high, | like to use thunder walls 
my signature thing is doraki jump->thunder wall (The Derf hop) (Derf). 
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Good idea against peach to jab her dsmash. However, | dont think jab is the way to 
go after getting hit. The window to let go of down and then hit A is quite small 
making this technique difficult not to mention the fact that jab doesn't get you 
much. Shielding after taking the hit seems like the way to go. pichum should be 
able to pull this off consistently as shield is bufferable and then he is able to 
wavedash punish for a true follow-up. It works til about 50% (Dublat). 


Chaos on Grab Combos: Peach dthrow for sure because they can't double jump out 
before the Nair since her double jump sucks. 


lce Climbers [-3] 
--Stages of Choice:-- 


1. BF The key to this matchup is mobility and platform camping to force ICs off the 
ground. Battlefield's high top platform makes this easier to do. The platform 
positions also make moving as pichum a lot easier via edgecancels and whatnot. 


2. DL Essentially the exact same concept as battlefield, the top platform is a tiny bit 
lower, but not enough to matter. There is a lot more room to run on this stage 
though, and you'll be able to live a little longer, but so will the ICs. 


Avoid: 

FD: while it isn't always as incredible of a stage for ICs as people make it out to be, 
you lose your platforms, which is a death sentence in this matchup. 

Stadium: No top platform, it's also an amazing ICs stage. You'll die off the top from 
ICs upsmash at about 50%. 


I'd also be very careful with Yoshi's or FoD, because ICs love both those stages. You 
die fast and lose a lot of room to run. You can still camp the top platform of both 
Stages, but it's a little harder on yoshi's. 


I'm just gonna be honest here, this matchup is hard. The only matchups that even 
comes close to this level of difficulty are sheik or doc. This matchup was considered 
100-0 for a long time. | don't believe any matchup is unwinnable, but yeah you 
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better be a lot better than your opponent. At least study the hell out of the 
matchup. 
But | digress; 


You can not approach ICs. They're going to block you out with blizzard walls and 
cover everything with wavedash back-> grab/dsmash/fsmash/ftilt/??? 


In short: approaching is bad. Terrible idea. They basically cover all your options with 
ftilt alone. 


If they are desynced and just walling you with projectiles, you can shoot an aerial 
jolt at them (I never want to see any of you use a grounded jolt ever, just for 
clarification) and try to mess up their timing and just be annoying (you'll probably 
hit nana and mess up her synchronization) 


Generally, you want to be on platforms shooting jolts or jumping around up on the 
top platform. Like | said before, the idea is to get ICs off the ground. They are way 
faster than you on the ground and bottom platforms, but they take awhile to get 
down from the top, so you can get underneath them and start juggling with uairs 
and throw in some thunders if they get high up, it's pretty similar to dealing with 
peach. 


When ICs jump up to pressure you with uairs, you can shield drop into fair or nair 
and then do a rising uair and trap them on top of the platform. 

you can also just upB OoS to the floor and then jump up with a uair or nair or 
whatever you feel like. 


Every once in awhile, you'll find yourself in an awkward position where you can use 
fsmash (generally if the ICs try to recover from bellow with upB or approach with 
jab or a raw grab or you read a ledgedash->grab or something). It's sort of high risk, 
high reward. It's a multihit move, so it will desync the ICs (nana can't SDI out of 
multihitting moves) and even though popo will usually escape, nana usually takes 
the whole hit (also works with fair or thunder). Risky though, because if popo SDI's 
in he can grab you, which means you die. 


Now that we're on the subject, getting grabbed sucks. Sopo will chain grab you until 
like 60%, at which point dthrow-> any smash will kill you. If they get a synced grab, 
you get wobbled, so don't let that happen (don't run into blizzards). They can also 
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dthrow-dair cg you, but I'm not sure why they would, since that's escapable, by 
Dling down and away and buffering a roll (try to mix up how you roll) 

If you get grabbed by the ledge, you're getting hand-offed until death (pichum is 
one of the easiest characters to handoff, so yeah, you're pretty boned) 


Now then, if you get a grab, and there are both climbers, fthrow immediately. It 
knocks the other climber away from you and keeps you pretty safe. 

If it's just one climber, dthrow is pretty awesome and all that fun stuff. Leads into 
usmash or nair. 


| said earlier that approaching sucks, and it does, but if you feel an excessive need 
to run in there for some reason, fair works better than nair in most cases. Usually 
puts you in-between them, which is cool because you can separate them. 


Once they're separated, it's a lot easier, but sopo still chaingrabs you til death, but 
his only real grab set up is jab and you can approach him a little more easily, but 
wavedash back still covers all your options. 


Stopping ICs recovery is tricky. During their upB, Nana is invincible, popo is not. If 

you hit popo out of their upB (thunder will pass through nana and hit popo if you 

have time to set it up) he usually can't grab nana again. 

if they do rising sideB from bellow, you can dair through it or fastfall nair (I usually 
prefer dair) 


Getting rid of sopo is way easier. You can just rising nair through his sideB. 

Try to use jolts to knock him out of his doublejump, if he gets close to the stage, ice 
climbers like to airdodge. bait it out with empty jumps and jolts and then you can 
just grab and bthrow off stage or dsmash and repeat the process. 


Anyway, at the end of the day, this matchup is horrendous. You want to platform 
camp ICs for as long as you can and get as many nairs in as possible at higher 
percents. pichum has a tough time separating them, but if you can get nana 
offstage, you can kill her really easily, and that makes the matchup a bit easier. 
Sopo still wrecks you though (Derf). 


Ice Climbers will be the hardest match up for pichum, play on Dreamland, if you 
can't, you will have to depend on your skills and separation of the Ice Climbers with 
any other stage. Don't choose Yoshi's Story, you'll either have no room to fight 
them, or you will get wobbled. Final Destination is your other main stage if you 
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cannot make it to Dream Land (Platform camping strategy is not used here, 
probably only suggested because it’s a larger stage). 


Ice Climbers should be pichum's toughest battle. Not Fox, not Falco, not Marth, not 
Samus, not even Jiggs. Ice Climbers are pretty much only defeated through SDs 
made by your opponent, gimps, ledge guard/ledge hogging, or singling out the 
main Ice Climber (Ice Climber depends on the costume, I'll refer to the main Ice 
Climber as Solo Popo "Sopo"). You'll basically see juggling as your main way to KO 
your opponent. Grabbing Ice Climbers will be tough for pichum, if you grab Nana 
instead of Popo, your opponent gets a free hit, if you get a grab on Popo, you're set. 
Grab Popo, throw him backwards, and absolutely push Nana off stage, so much 
until she can't make it, you shouldn't even have to edge guard if you can somehow 
stay away from Popo. Killing Nana is easy because she focuses on getting back to 
Popo rather than actually fighting. After getting rid of Nana, Sopo will easily be 
juggled, cannot wobble you, and will die easily off stage. Choosing Dream Land 
guarantees a stock if Sopo is flown off stage. 


Ice Climber's Smash moves will easily push you away from them, regardless of 
percentage. That means, if you are hit directly by both Ice Climbers with a Forward 
Smash, you have an easy chance of escaping. You'll have to once again depend on 
crouch cancelling for this, you may also Smash DI their Forward Smash, and Up 
Smash - very easily. Tilts and grabs won't sit too well with Ice Climbers, so you might 
want to stock some percentage from them by using your Nair and Bair, which both 
push the Ice Climbers back, but can easily be Di'd (Lox). 


okay, so as pichum, one of your biggest assets is the range you can threaten with 
relatively lagless moves. ICs are faster, stronger, weigh more, have better CC, better 
close quarters frame data, and more range, and SoPo chaingrabs us. if you think of 
any move we usually use, it is terrible against the climbers. If this helps, it's like 
fighting Luigi except MUCH worse. Oh and it's nearly impossible to land a solid hit 
on a good ICs, so we're nickel and diming Ice Climbers. something cool we have 
(this is Chaos's idea) is to f smash them on reaction to the sound of their wavedash. 
Nana doesn't SDI so she will usually dies (Comet). 


Codeman’s IC’s Notes: 
> Fsmash is broken, amazing separation, hits nana if popo shielding, 
surprisingly easy to hit in neutral (you can fsmash their wavedash in on 
reaction, but not visual reaction, only the audio cue since audio reaction time 
is much faster (Chaos)). 
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> Dtilt is good but they can hit you/grab at low percents 

Sopo has a hard time with nair 

> pichum has more separation moves than | initially thought: up/back/forward 
throw, up air, fsmash, dtilt, uptilt, nair sometimes, DOWN SMASH, up smash 

> Killing nana may require many hits, perhaps wait for jump to make it easier 
on yourself 

> Sometimes can bait out air dodge and up smash recovering IC 

> Absolutely must always be on your toes, good ICs are so good at sharking 
landings and movement to convert to grab 

> The person | played didn't wobble but was very good. I'm wondering what a 
wobble spammer will feel like 

> Side note: d smash is so damn cool against ICs, they fly in opposite directions 
from the side you hit on. | love pichum 


Vv 


the fsmash thing works because we have faster audio reaction time than visual 
reaction time as humans. you can't do it visually, only off audio cue. but also, 
wavedash noise most importantly is indicative of them not being in shield. if you're 
being serious about learning the matchup, the biggest things that need to be 
labbed out are (Chaos): 

- Fsmash shield poke setups (will kill nana hella) 

- Throw mixups against synced ICs (bthrow and fthrow can both work for different 
reasons, figure out what works vs what counterplay?) 

- Seeing if there's some kind of slight DI to get out of dthrow chaingrab 

- knowing when it's ok to CC in neutral (cc ftilt and cc dtilt have worthwhile uses in 
neutral vs wd jab and wd ftilt and stuff, but making sure you're not in situations you 
can get grabbed in is scary) 

- shield drop uairs 

- Lcancels vs synced ICs 


Nana can't SDI, AND fsmash will shield poke nana once she's below 80% shield 
without fail, AND ICs SH Bair gets outspaced by Fsmash. combine these facts and 
you can crossup Nair ICs shield to fsmash basically unpunished unless they hard 
read it (Chaos). 


iirc there's only like 15 frames of lag on Fsmash. Which, for reference, is 10ish less 
frames than Sheik's ftilt, which is like super hard to whiff punish. it'd be like whiff 
punishing a jab, and even more difficult really because like, ICs are gonna try to 
whiff punish stuff with WD grab, which just doesnt come out fast enough after the 
lag of Fsmash. 3 + 10 + 7 means they'd only be able to truly whiff punish something 


FACTS: 82 TABLE OF CONTENTS 


with more than 20 frames of lag (i know they could do it preemptively, but they'd 
need to be super familiar with the timing). it's even scarier since they cant space 
super close or just CC it for free like they'd do for other moves of this type to cover 
a mistimed whiff punish. other characters are gonna jump over you to punish 
fsmash, and ICs are really bad at jumping on people (Chaos). 


F* if | know, I'll try Dair. Maybe against shield the quake hitbox wont make them 
slide back. The sliding back is what makes it so hard to approach them (Chaos). 


Generally the best way to separate them is with uair to nair (Chaos). 


They just sit still and do desync walls and its impossible to get through them, and 
even if you do, they just CC it (Chaos). 


After a while we started to get around the CCing issues by abusing Sakurai angles at 
low percents, memorizing knockdown and CC percents, and abusing Fsmash to kill 
Nana/desync the pair (Chaos). 


if they are desynced then the other is always vulnerable. Also if it's a desync wall on 
yoshi's then one of the climbers has to be on a platform at given times. Which 
means you Can uair. Also with desync walls you can take ICs framedata into 
question. Can | approach in between this move? Will the nana's move punish me if | 
approach now? Your theory that pichum can't approach ICs because of desync walls 
is vivdly similar to saying that any character that doesn't have a shine, lasers, 
needles, or marth's sword generally can't approach. Considering pichum's airspeed 
hitting ICs is not that difficult. And the shield > WD OoS dsmash it won't hit you 
unless you don't L-cancel. One punish whiff can end Nana's stock. You seriously 
only need one (StrongNormals). 


You can use platforms to approach a blizzard wall when they're also CCing. Even if 
they're desynched you can shield uair and shield drop aerial (StrongNormals). 


Vs ICs | like to crossup nair and read WD in with Fsmash. Fsmash shield pokes nana 
every time after a crossup nair. She cant SDI it so she just dies. When i say crossup 
mean SUPER crossup, like jump right as you touch their shield. then you mix up 
with an Fsmash back towards them which makes them afraid to act oos and punish 
you. of course it's not a good matchup for pichum, but I've had moderate success 
with these strats (Chaos). 
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Captain Falcon [-2] 


--Stages of Choice:-- 


1. FD Obvious choice against fastfallers, you can chaingrab until about kill percent, 
or at least get him offstage, which should mean he's dead. 


2. DL Space is pretty cool in this matchup, Falcon lives kinda longer, but you should 
be able to gimp him basically whenever. You'll live longer too, so it's not too bad. 


3. FoD Falcon is probably gonna ban it out of principle, but he doesn't have a lot of 
room to run, and the platforms are weird for him. | don't actually think it's too bad 
for him, but you can abuse the low platforms with utilts and stuff. You'll die fast 
though. 


Yoshi's is probably a pretty bad idea, because you're gonna die from two knees. 


This matchup is really straight forward, you grab falcon, you combo him a bunch, 

then you get him offstage, then you abuse his joke of a recovery and try to kill him 
as fast as possible. Or, he grabs you, chaingrabs you with dthrow, and then knees 
you twice and you die. 


Approaching falcon is actually kind of easy, just make sure you overshoot your nairs 
So you don't get dd grabbed. When you're getting comboed with uairs and stuff, try 
to DI down and away, you're probably gonna die anyway because falcon 
autocombos you for free, but it'll help a little. 


Anyway, you want to approach with nair->uair or utilt crossups, or late-nair->grab 
or just empty short hop to grab.at the end of the day, you really want to get a grab. 


depending on your position and falcon's percent, you can just uthrow chaingrab, or 
even tech-chase with either uthrow or dthrow, and try to get him close to the edge 
and then get him offstage with bthrow, dsmash, nair, fsmash, ftilt, or dtilt 
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then you shoot a bunch of jolts to knock him out of his doublejump and pretty 
much just keep hitting him to keep him off stage. 


A useful tip: if you start your fsmash animation around when he begins his upB 
coming from under the stage, he'll run into the final hit of it, which basically kills 
him since he can't SDI out. 


Falcon's recovery is pretty predictable, so if he's coming from way off stage, a well 
placed jolt->nair is a dead falcon. 


I'm a huge fan of down-angled ftilts and jabs for edgeguarding because they're 
pretty impossible to tech and keep falcon in a terrible position. 


The only other thing is to try and avoid being on platforms too often, because 
falcon wants you to be above him so he can start uair chains. It's good to trap him 
up there, but very bad if he traps you (Derf). 


Nair is also a really good move against falcon. Nair is both a good combo starter 
and effective neutral tool. You can use nair to do things like stuff falcon's aerials, 
call out double jumps, and pressure his shield. Plus it has the benefit of being 
difficult to punish since nair has low land lag and pichum has good wake-up options 
(Dublat). 


| think I'm just going to call out all of falcon's options now. Not approaches, but 
things like DJ dair and other things he does out of shield. We're more than fast 
enough to catch him on the way up with uair. | used to do this as a read but now | 
can see the jumpsquat. Even if he does a WD back he still can't really punish the 
uair. The best he can do is reset to dash dancing. If he stays and tries an aerial he'll 
be too close and readible - we could drift back and uair or just airdodge to the 
ground (StrongNormals). 


you can reaction nair/uair falcon's stomp. it has a 15 frame startup. this is especially 
nice because stomping pichum is great for falcon. pichum can die super early from 
a stomp. i would say more generally OoS game is much easier vs falcon than other 
characters. a lot of his moves have startup / endlag so you can either start a combo 
OoS or escape with wavedash OoS. however rolling can be bad because i'm pretty 
sure falcon can dash stomp from the point of roll to end of roll and it will hit. even if 
it's not 1 to 1 it's pretty close, i'm fairly certain (StrongNormals). 
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Codeman on Falcon’s Dthrow: If you want to get kneed instead you can DI up 
and/or in. 


Sometimes | just tech in place spot dodge. It would be good to also mix in no tech if 
you notice the Falcon is not trying to knee you after down throw. But if you notice 
that then you could probably tech in place and roll/run/jump away instead. But 
regardless no tech will allow you more timing mixups to escape because you have 
choice after ano tech. And sometimes | tech left / tech right and it will mess up 
their positioning sometimes. But in general | would say DI down and away and then 
tech away is a good escape route if the Falcon is not getting to you fast enough. 


Plus hard DI away will eventually put you off stage and even tho it's not ideal you 
have a lot of options to successfully get back to stage. | wouldn't spam this option 
tho if you can escape other ways. 


Chaos’ >10 paragraph rant on edgeguarding Falcon: 


At mid to high percents, get hella close to the edge and react to high/low recovery. 
Ideally repeatedly use Bairs for high recovery to unstale Nair (since the landing lag 
doesn't really make a difference), and if they dip low then you want to run off Nair. 
If you think they're going to try some dumb high-recovery-fade-back-ledgehog 
bull*, it's really easy to edgecancel ledgehog using this method, which is probably 
ideal. I'd been messing around with ledgehop fadeback edgecancel Bair regrab 
(similar to the Bowser tech) to help with edgeguarding in the matchup. Seems good 
but also I'm biased because | like using my own dumb solutions to problems. 


At low percents for a gimp, it depends on how you're getting them off stage. Fthrow 
barely has any hitstun, so they're gonna be able to doublejump and do an aerial or 
ledgehog before you can run off and hit them with a Nair, so you can't go all in after 
getting the Fthrow. Instead you need to respect their options, but also recognize 
that they're extremely limited in the situation and capitalize on that as much as 
possible. You can hard read doublejump aerial with a spaced Fsmash (my goto), 
which leads to two other scenarios. Either they SDI it, which repeats the scenario 
where they don't have a doublejump (still need to be afraid of upb command grab), 
or they don't, in which case they die to a ledgehog. In either case, on hit you want to 
grab the ledge as soon as possible. If they SDI it, you react and just fall of with a 
Fair->Doublejump Nair->UpB Up and out->Second joint up and in ledgehog. If they 
didn't, you're good (I'm gonna cover what to do if Falcon gets to the ledge and 
avoids the Fsmash after | cover the backthrow). 
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With a backthrow it's a little different, because they're gonna be further off the 
stage, so doublejump aerial isn't a direct threat to immediate ledgehog. So their 
main options are to doublejump aerial anyway, which beats you jumping out and 
going all in to try to kill them, immediately UpB back to the ledge, or doublejump 
and UpB to try to barely get onto the stage. Since they can't directly threaten you 
getting to ledgehog as they could with the doublejump aerial with an fthrow 
initiation, you wanna Start covering everything by wavedash back fastfall ledgegrab 
to become invincible there as soon as possible after the backthrow. This 
immediately kills them if they try to low UpB or doublejump aerial then UpB 
because they're not gonna be able to land on the stage (there's a slight mixup here 
they can do that you shouldn't tell them about bc it screws up everything, if they 
doublejump uair AND drift inwards, they can still land on the stage with the UpB. 
This is a pain in the ass to react to, but you can cover this as well if you're looking 
for it. Most falcons won't do it though. Cover it in the same way you'd cover the 
doublejump upb I'm about to describe) 


So, if Falcon is barely about to land on the stage after the doublejump UpB, you just 
have to time a quick getup->grab, which will cover a lase second fadeback to 
ledgehog AND them committing to the arc and landing on stage. Then you will want 
to backthrow again and rinse and repeat, it'll get easier with each repetition 
because they'll be further off the stage, and so you'll have more time to react to 
each of the options, eventually a simple ledgehog will kill them. 


One of the only notable exceptions to this is on Fountain of Dreams when the 
platform is really low. Sometimes, Falcon will be able to land on the platform, in 
which case you're going to want to fullhop Uair after your quick getup, and land on 
the platform. Stand there and react to his DI, if he Dls in towards center stage, as he 
will most of the time, dash over and grab him, then backthrow->UpB straight 
back->Down and in ledgehog, then rinse and repeat the edgeguard.. If he doesn't 
DI, or slight Dis, do the same. if he Dls back off stage, then he's a genius and knows 
that the matchup. For that, | haven't fully flowcharted it, but | usually jump out and 
Nair him, then UpB straight to ledge, and try to rinse and repeat from there. It's a 
tricky scenario to get 100% of the time on reaction, because you can't easily limit 
everything he can do there without risking getting hit by another one of his options. 
| haven't fully minmaxed my strategy for it, | just hope Falcons don't really know 
what to do there and die to the Nair. He can technically doublejump aerial out and 
land on the stage, though, so if you want to hard read that, you can try to get under 
him with Uair or something, but there's too much there for me to flowchart, you're 
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gonna have to play it by ear and just try to combo him until you can get him off 
Stage again. 


Anyway, with Falcon after he's grabbed the ledge, you're gonna want to play the 
situation depending on how good the Falcon player is. You can capitalize hella on 
Falcons who are not perfect near the ledge (AKA: not top 100 players) and just react 
to everything and try to get a grab. The ideal grab is a backthrow, because you can 
prevent another difficult situation like this by removing their ledgehog as an option 
with proper execution (as | described earlier). Bad falcons have a few main options: 
Ledgehop aerial, quick getup, and roll from ledge. My favorite silly way to cover 
everything is to sit right outside of ledgehop aerial range, then as soon as they do 
anything at all, just roll backwards to the ledge, then run in and grab them then 
backthrow. This is a gimmick and doesn't really work if they know you're gonna do 
it but it's silly and funny and | like it. 


The real way to cover everything is to crouch right outside of ledgehop Knee range 
where ledgehop Uair can still hit you. Option select both the Vair and Fair with a CC 
Usmash of your own, which will pop him up, where you should be able to geta 
pivot grab->backthrow. If they roll or quick getup, then just dash out of crouch and 
grab them. Get the backthrow on roll in, then repeat the situation with fthrow if 
they did quick getup. At this point, you know they're fully willing to just jump up 
after the fthrow and grab ledge, which would suck because you don't want that, so 
it's usually favorable to hard read that they won't doublejump aerial, so it's safe to 
just grab ledge as quickly as possible, then quickly refresh invincibility with either an 
UpB stall (which usually will work, unless they delay their upb to hit the vulnerable 
frame) or with a ledgedash rehog, which is hard af. | usually do the first one. This is 
to cover them doing an immediate upb after the doublejump doesn't work, which 
will let them land on stage where you can just backthrow them on reaction. If they 
land on a platform, do what | described on Fountain of Dreams earlier. 


Against good players it becomes like ridiculously impossible to deal with their ledge 
options, as it does with most good characters. 


They're gonna mix up between: Ledgehop aerial, haxdash (just to delay and mess 
with you), haxdash doublejump to platform, NIL (I think it's a NIL? might just be a 
jump to stage) to gentleman, as well as mixing in some ledgehop aerials here and 
there. They're also going to be really good about CCing, Amsah teching, and doing 
offstage techs whenever they can, which is going to make your life way harder. 
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My answer to this is a great big screw that. | don't mess with top tiers at the ledge 
as pichum if they are technical as heck. We're starting to see players like Hax, Syrox, 
Leffen, and Wizzrobe (And Hbox) purposely retreat to ledge during scuffle 
situations at the edge of the stage because of how heavily favored of a position it is 
if your execution is on point. 


That doesn't mean you can't account for it though. What it means is that actually it's 
best to not try to gimp Falcon at all with Fthrow if they're a good player. At that 
point, you have a grab near the edge, which means you're probably going to get 
more out of Uthrow combos/Dthrow tech chases then you're going to get off of 
Fthrow, so do that instead. | guess that's a roundabout way of getting to that point, 
but whatever. 


the best thing about them is that they have no out of shield options, so you can just 
Shield pressure them for forever. Falcon's only real option is stomp oos which beats 
all of pichum's tilts, but if you just don't use tilts on shield much, it's not too 
threatening (ChivalRuse). 


Fair rising nair actually isn't very good. My rating of viability for that option is 6/10 
against Falcon. Falcon's double jump is a lot slower than the other two and gains 
way less high to the point where nair actually reaches his hurtbox. Against falcon 
it's simply better to hit him with a knockback worthy attack initially rather than 
attempting something risky like fair > rising nair. You'd be better off going for the 
classic Axe runoff dair (StrongNormals). 


He outmoves us and him and fox are the only ones who do that. He chain grabs us 
too (Chaos). 


Falcons knee is always good vs cc. doesnt break it but its like positive on cc (Chaos). 
falcon's nair we can do about anything between the hits (Comet). 

Chaingrab %'s are 0% to mid-60% (Comet). 

Normally, rapid jab will push you back if your opponent is trapped against a wall. 
But if your back is to another wall, or the end of a platform, you won't slide at all. 
Such a position exists in the pit of pokemon stadium. If you initiate rapid jab in the 


pit, you'll be able to wrack up a lot of percent very quickly. Most characters should 
be able to escape if they SDI correctly, but there are several characters who can't 
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(Derf). Falcon is one of those characters, so if you ever find yourself in the pit, be 
sure to abuse that. 


Fullhop Fair on the front of Falcon's shield then landing with Uair on the back is 
kinda safe, and at minimum it's pretty low risk high reward. The fair catches most 
aerials oos, then pichum Pillar combos into the Uair (Chaos). 


A lot of falcons just always nair out of DD so! run at him till im on top of him. Falcon 
doesnt have a ton of quick options besides moving. This is one of the few matchups 
| would recommend watching m2k play neutral in for reference (Chaos). 


Pikachu [-1] 


--Stages of Choice:-- 


Doesn't actually matter. You'll die really fast on Yoshi's and Stadium, but you'll also 
kill faster if you land an upsmash. 

Dreamland sucks because pika lives forever, but still kills you relatively quickly with 
a thunderflip. | usually just go to battlefield out of principle. 


So Pikachu is you. But he's bigger, faster, kills earlier, and lives longer. 


It's kind of hard to stop pika from approaching, | just like to ftilt, or if you know how 
to time your dsmash to abuse the invincibility frames, that works really well, but it 
takes practice, and it sucks at low percent. You can uptilt if he overshoots. You can 
just shield grab his nair if it's stale, but only if he lands in front of your shield (same 
applies to you though, just a general tip) 


Pika can stop your recovery really well if he's on the ground though, his upsmash 
and downsmash work really well for blocking you out. he can also wavedash back 
into fsmash, ftilt, and dtilt really effectively. 


But, your nair has a little more priority, so you can challenge him in the air. 
pichum's nair is no joke. 


Killing pika is generally easiest off the top, being able to upsmash out of shield is 
very helpful. thunderflipping kills pika around 70-90%, pika's thunderflip kills you 
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around 60% though, but if you overshoot nair on his shield, he can't hit you with 
the strong part of his upsmash directly OoS after your nair connects (pichum's 
upsmash will start behind him, so you get away with it more easily). 


Pika's recovery is good. Like... best in the game good. You're probably not going to 
gimp him unless you get a read or if he uses sideB, you can just nair him. Generally, 
if he's offstage, you want to hold the ledge and then try to punish if he goes for the 
Stage (pika will do the same to you, most of the time, but you have less land lag 
from your upB if you land correctly) 


When you are recovering, you really don't want to use your sideB unless you have 
to, because pika will use the opening to tailspike you, and if that happens, you're 
usually dead, or at the very least, in a bad position. 


You can chaingrab pika for a little bit with your dthrow, he has the same dthrow, 
but the cg doesn't last long because you weigh less. Tech chasing pika is also really 
easy, because his techrolls are only slightly less terrible than yours. However pika's 
Standing tech is tied with pichum's for the fastest in the game, so you have to act 
fast to punish it. tech->usmash is pretty hard for pichum to react to/punish, but at 
low percent, | cc to cover it and then just react to either roll or a missed tech. 


Obviously, being above pika is bad, his uair is massive and disjointed (and really 
quick), so try to avoid being on the platforms too often (or at least carelessly). 


Respect pika on platforms though, his shielddrop game is really solid (shield drop 
uair is scary). 


Also respect pika on the ledge. He has options, and they are really safe. Just stay 
back and pressure with jolts or use your dash dance outside his range to bait a 
response (Derf). 


yeah you get wrecked. Pika is a bigger faster version of pichum that dies later and 
kills way faster. you'll get killed by thunderflip at like 30-40%. he has all the tools 
you do, but he's just waaay faster and better at using most of them. your jolts are 
better though... but good luck camping pika Imao. 


basically just run when you get the chance (which is hard because pika doesn't have 
a lot of laggy moves), nair->grab or something-> get a couple hits -> run away -> 
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repeat. eventually you'll get him to like 80 or 90% (or like... 150% on dreamland) 
and you can get an upsmash kill (Derf). 


If you asdi down pikachu down smash as pichum you go flying into the sky before 
the move actually ends, and you're free to act. Its really funny to look at (Amigo). 


Samus [-2] 
--Stages of Choice:-- 


1. BF Great stage if you want to go the platform play-style, which | do. The ledges 
also make it a little difficult for samus to recover, but it doesn't drastically effect the 
matchup with more experienced samus players. 


2. FD This is pretty much the exact opposite, no platforms whatsoever. This makes 
it So Samus can't make missile barrages as freely. The blastzones are pretty far 
though, and the walls of the stage go down pretty far, so samus can live pretty long 
on this stage. 


The other legal stages really depend on the samus. More aggressive samus players 
love yoshi's and FoD. More campy samus players love Dreamland and Stadium. 

| think FoD is decent for pichum in the matchup, you need to watch for samus's 
uptilts through platforms more, but missiles are less of a problem. Samus can 
recovery from reeeaally low though. 


Stadium actually isn't that bad either, you can kill samus off the top pretty quickly, 
and she usually doesn't survive until 200+%, you don't have a top platform though. 
If the samus is missile happy, yoshi's can make that weird with shyguys occasionally 
getting in the way and the smaller stage gives her less room to run. 


Alright, this is an odd matchup. 


First things first; lets talk about missiles. pichum is tiny and has weird high priority 
moves that will cover his body, so he can actually weave through missiles pretty 
well. When you're on the ground, ftilt and utilt In the air; nair and bair. You can also 
dash attack through them, but pichum's dash attack is kinda laggy, so | don't like to 
use it. 
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A lot of samus players will approach you (often behind a missile) with jab, dash 
attack, dsmash (usually at higher percents) or occasionally dair, fair, or late nair. In 
general, if you Know what to do, samus isn't very good at approaching pichum. 


at low percent you can CC all of those, when you can't CC, ftilt will clank will all the 
grounded moves, utilt will stop all the aerials (spaced fair being the exception, but 
you can CC that until pretty high percent). 


Don't approach samus if she's on the ground unless she whiffs a grab or does a 
grounded missile or something else laggy. Any other time, she's just gonna 
wavedash back into jab, ftilt, fsmash, dsmash, or utilt. Those are all things you'd 
rather avoid. 


Jolts are actually pretty annoying for samus, so | like playing on platforms with a lot 
of jolts to give samus a little motivation to come to me. 


Comboing samus is weird, she's got an odd weight and her nair comes out on 
frame 3 or 4 or something (I'm not sure, but it's fast and interrupts combos well). 
Usually, | like to chain nairs together across the stage or use uairs and utilts to 
juggle her. 


Killing samus takes awhile. Your main goals in terms of killing her are to either use 
upsmash to kill her off the top or to use nairs too keep her offstage. 


Edgeguarding samus is a trying experience that takes some patience, but pichum is 
definitely capable. | use a lot of offstage thunders and derf hops or roll jolts around 
the stage to catch her out of her grapple. You can also just drop on her with a nair 
too, it's pretty effective. 


When she's bombing around, thunders and jolts to annoy her. Then just run in with 
nair and she can't do much about it. I'm a fan of jolt->nairs on samus since her 
movement in the air is slow. Only thing to worry about is her nair out of a bomb 
jump, but you can use your double jump to bait that out. Same concept if she has a 
charge shot. 


You really want to bait her double jump out, because that makes it a lot harder for 
her to recover. 
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If she's coming up from bellow you and you're on the ledge, invincible nairs are 
pretty awesome at stopping her upB (hitting samus out of her upB also makes her 
lose her charge shot) (Derf). 


Dealing with missiles is basically: 


1) nair/bair. they have higher priority than missiles, so you can go right through 
them if you time it correctly, a real lazy nair will probably get hit because it has low 
priority at the end, so you have to be careful with your timing. 


2) ftilt. ftilt has the priority of the gods. just walk->ftilt and turtle your way through 
that tee, 


3) lightshield. Ain't bad. Just keep it in mind. 


4) UpB OoS. pretty much going off of the lightshield thing, after the missile hits your 
Shield, remember that your upB has like 1 frame of lag and covers a lot of ground, 
also remember that once samus starts her missile animation, she's committed to 
the missile, so if you slip underneath her when she's trying to come down with a 
missile, she's ****ed,. She'll probably panic dsmash or something (she has no 
landlag after and aerial missile, so watch out) so either act quick enough to avoid 
that or wait it out and punish OoS. 


5) play the top platform game (the VaNz approach). If they're not gonna let you 
come to them, you can make them come to you. 

They'll start using homing missiles if they weren't already, so just ftilt, lightshield, or 
even jab them. 

if they try to extender, just jump (preferably at them), because it can't grab out of 
the air. it has a ton of lag. just be careful when landing that you aren't within it's 
grab box. 

if they try to come under you with aerials, usually fair or uair from under the 
platform, just shield then shielddrop->aerial, or upB OoS onto a side platform or 
directly bellow here and start using utilts and uairs because samus is slow in the air 
and can't get down. once you get her up high enough, you can land like 3 thunders 
before she can actually get back to a platform and it's hilarious (Derf). 


if nair is decent enough on cc then we can jab to clank with her down smash. late 
nair is really limited but jabs afterward are still better than shielding against cc 
down smash (Comet). 
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Dr. Mario [-2] 


God help us all. 


He zones us out with pills and fairs. It's hard to get in. But doc off stage is screwed 
generally speaking (BBMD). 


if nair is decent enough on cc then we can jab to clank with his down smash. late 
nair is really limited but jabs afterward are still better than shielding against cc 
down smash (Comet). 


Yoshii [-1] 


Stages - Battlefield, Dreamland 


Yoshi's MU with pichum is weird, you might have a bit of difficulty against him. First 
off, Yoshi's moves, mainly tilts, will knock you back pretty far. Your best option 
would be to DI any tilts, especially down tilts, a popular move for Yoshi players. 
When Yoshi edge guards or tries to gimp, your best bet would be up-b teleport 
away from the stage, and then straight ahead to go above Yoshi's head, or through 
him. Your goal is to teleport above him or sometimes through him, just be warned 
that Yoshi's can read your teleport and used various moves to get you off the edge. 
Yoshi's dash attacks will be a large advantage for you. If Yoshi ever uses a dash 
attack, punish him by rolling away/wavedashing away and grabbing him. When 
versing Yoshi, you will have to push him off stage. Gimping and a good edge guard 
should KO him. It's hard to time, but try to f-tilt when he gets close to the edge. 
Yoshi will often grab the edge and other jump and cover ground with down-b, or 
throw eggs. Always avoid his eggs. Always. 


Now, there are two ways you can win a match with Yoshi. First would be an 
offensive game, using a large array of nairs, bairs, uairs, and getting the kill with a 
dair, or up-smash. You might ask, how do | get a kill with a dair against Yoshi? 
Usually above 90%, Yoshi will start to move far from your moves when you hit him, 
if you use a dair (Shorthop + dair) and hit him directly, not to the side, he'll fly off 
Stage. If Yoshi were to DI this, he'd probably still go flying off a side, if you crouch 
cancels, he'll go straight down fast. Playing a Yoshi with a defensive game takes 
longer, and is more difficult, but of course pays off. pichum will depend on bairs, 
nairs, and uairs. Use uairs and nairs to stock up damage, use bairs when he gets 
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very close to you, the hitbox is really useful for hitting people to the side of you. 
Always short hop when doing these moves, otherwise going too far from him will 
have you land somewhere else on the stage, where Yoshi could punish you with a 
grab, or tilts. 


Sometimes, Yoshi will use his fair, it's basically the third strongest meteor 
smash-potential move in the game. Air dodge this when near the ledge, or near the 
top of the stage. pichum's moves won't usually beat Yoshi's fair, since the fair can't 
be cancelled early with any of pichum's (aerial) moves. When you air dodge onto 
stage, Yoshi will miss and have to get back on stage. Use this time to edge guard. 
Edge guarding is one of the most important things to get rid of a Yoshi. Remember 
that. 


Here’s the % that pichum’s moves break Yoshi's DJ armor. 





Normals 
2c0078 04530 O04b00 000c80 03800 770. 1364 ALW 
2c8020 02a90 00000 000c80 03800 770. 1364 ALW 
2c0078 047e0 O04b00 b4918 14000 135 . 304. 198.9 
135. 304. 198.9 
c fel jaa b. 
A cl a b. 1 1 5 . 2 2 3 . 1 5 5 > 9 
115. 223. 155.9 
5 c ai b. 
a 2d002 02fe00 00000 b4990 05000 1 15 . 223. 155 9 
128. 247. 173.4 
ftilt (ang side) 2c0148 04a80 00000 b4990 05000 N IN 
08 000 000 013 08b 69 54 / 3 
128. 247. 173.4 
ftilt (ang side) 2c8118 04a80 00000 b4990 05000 N A 
08 000 000 013 08b 69 54 | 3 
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ftilt (ang side) 
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famash (hit) 7800901530 owbor bso ane vag, N/A 40.32 
fsmash (hit 6) 2000 05530, ofbo2 bao 2000 vag, N/A 40.32 
2. 
vsmash Sane Se Me NIA. 12.53 
c00781 
0 
usmash | *i20/ eam on aaa) se “f° N/A 20.39 
dsmash are — si ry tie 209. N/A 355.6 
72 6 
dsmash oo en ate ey st 209. N/A 355.6 
72 6 
dsmash sis ees aril ty sie 209. N/A 355.6 
72 6 
Aerials 
77.1 | 162. 109. 
haif (clean) 2c013 03feO 00000 b4990 09000 N iN 
80c 055 000 013 10b 4 04 / 11 
77.1 | 162. 109. 
nair (clean) 2c810 03feO 00000 b4990 09000 N A 
80c 055 000 013 10b 4 04 / 11 
77.1 | 162. 109. 
nair (clean) 2d007 04b00 00000 b4990 09000 N A 
80c 000 000 013 10b 4 04 / 11 
P 2c013 03feO 00000 b4990 00000 128. 236. 169. 
nal (late) 809 055 000 013 08b 77 82 N/A 45 
128. 236. 169. 
nair (late) 2c810 03feO 00000 b4990 00000 N rN 
809 055 000 013 08b 77 82 / 45 
3 2d007 04b00 00000 b4990 00000 128. 236. 169. 
Malt (late) 809 000 000 013 08b 77 82 N/A 45 
; c 39.5 
SE eases n/a win 32° yp 
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33.97% 
Uair is a guaranteed break on Yoshi's DJ armor at 34%. 


Now | don't want to jump to any conclusions here, but I’m just going to be 
conservative about this and say that this is a fairly good boon for pichum in this 
matchup. Do with this info what you will. 


Yoshi is a hard MU for pichum/pika. If you get a solid hit in, or a grab, you'll get a 
nice combo out of it, but watch for CC (yoshi has the best in the game), DJC/DJCCs, 
and parries. pichum's moves are very susceptible to CC (DJC is basically an aerial 
CC). If yoshi is crouching on the ground, shffld dairs are a good mixup and will 
sometimes combo into grab. Don't use it too much though, because it's slower, and 
can still be parried. 


| don't recommend being above yoshi... ever. it's a good way to die. Either get to the 
ledge or the top platform (if safe/possible). Yoshi is weird because it actually takes 
yoshi awhile to get up to the top platform. 


DI Yoshi's utilt up and away. he won't really have guaranteed follow-ups, but he can 
still read you, so be careful with it. 


| dont have time to do a full writeup, and honestly yoshi has never been my best 
mu, but pretty much you have to be super careful with how you approach. | use a 
lot of dairs because yoshi CCs everything. Nair can be pretty garbage as long as 
yoshi is grounded or has his dj. Uair is awesome if yoshi is in the air. 


Yoshi also doesnt take shieldstun, so you have to be very careful to space around 
shielddrop aerials if he's on a platform. 


Stagewise, just really try to avoid ys and fod (Derf). 


if anything yoshi's platform movement is what beats pichum, not some FD-like 
atmosphere which actually augments pichum's options for once. still not that great 
since it's a guessing game between if yoshi tries to parry, cc, or move, but pichum 
can contend pretty well with those options. 


but nair kills pichum so early and when yoshi wins the guessing game it hurts 
(Comet) 
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Luigi [-1] 


Chaos’ Mini Luigi Guide: 


Luigi strengths: 

- CC sliding beats crossup nair 

- Incredibly floaty 

- Stronger ground game 

Weaknesses 

- Trouble getting down 

- Awful recovery 

- Relatively weak vertical game in general 


pichum strengths: 

- Fast in every direction 
- Strong ledge game 

- strong platform game 
Weaknesses 

- Sh*t vs CC 

- No significant combos 


part 2: the rest 

ok so | figured that going into the practice session vs this luigi main I'd try to play an 
incredibly conservative game where I'd abuse luigi's difficulty dealing with platform 
camping opponents, and abuse my superior vertical movement. What this means is 
that instead of trying to beat luigi with dashdancing etc, I'd be relying on shield 
drops to go down quickly with a lot of threat versatility and going upwards abusing 
UPA and Al nair. Once he overcommits | try to hit him with a uair, then just play the 
lamest and slowest juggle game ever. It's pretty much impossible for luigi to get 
down through it if you're doing it right. Maybe watch marth vs luigi in the future to 
see how top marths go about juggling him. Eventually | find an opening, try to get 
him off stage. Really easy to do with suprising pivot fsmashes, he won't expect 
fsmash at that range between standing position and the end of your dash 
animation. Our best punishes are usually by getting him off stage rather than up 
above the stage since he doesn't get to be as careless about combo breakers like 
nair and fair, because you can get back before him. 


Anyway, | played it for like an hour, and for the most part this worked. It was really 
hard to convince myself to basically never Nair in neutral, but | got punished for it 
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every time | tried so | pretty much stopped. | started thinking of his neutral kinda 
similar to Falco, where if he's on the ground, you go to a platform, and if he's ona 
platform, you go to the ground. Never be on the same level as him, his horizontal 
play is too strong. The one place | found Nair worked well was Nair to grab when he 
does something in the air at like 20-40%. Usually that means you get a grab facing 
off stage near the ledge, but still instead of backthrow or uthrow | found fthrow to 
be better for positioning, then ledgehog ASAP. If you can do the Comet Stall at the 
edge, do that once really quick immedietally after throwing them off so close to the 
edge, since they have a ton of threatening options out of doublejump. ledgedash to 
marth killer seems pretty strong in these situations too, | found. Ledgedash 
dashback pivot fsmash at the spacing where you won't get hit by doublejump fair 
will kill him almost every time in that situation if you can do that. 


Clean oos movement is vital for being able to juggle luigi well, since beating his 
aerials with anything but uair is super unreliable, even if you're aiming for his end 
lag. Usmash oos, wavedash oos, SH uair oos, Shield drop uair, etc. All super 
important to be able to do every time. liberal application of thunder from the 
ground also seems fine since he falls so slow that he basically can't punish it, and 
his aerial drift is so bad that he can't really avoid it. solid option. 

Things not to do: Run up shield isn't very good in the matchup | find vs grounded 
luigi because he slides back too far, so it never gets you anything unless he's being 
super dumb. Utilt seems strictly worse than SH uair, but maybe that's just me. Feels 
far less versatile. As | mentioned before too, crossup nair doesn't really work too 
well vs luigi 


Gimmicks | found that work surprisingly well: 


- if you get luigi decently far off stage then you can charge side b back towards the 
Stage. the back end of skull bash beats the front of luigis side b, works on reaction. 


- Since our audio reaction time is so much better than our visual reaction time, you 
can fsmash on reaction to his wavedash in "hya" sound with audio cue alone. If 
they're aware this is what you're doing, then they can abuse that hella since you 
don't have time to distinguish them visually if you want the fsmash out in time. 


- Ledgehop thunder without going onto the stage puts a strong hit thunder right at 
the edge. It can cover a lot of options vs low recovery, but gives up the edgeguard 
on high recoveries. 
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- Dtilt in neutral is a great "get off me" move unless they know how to ASDI down 
during their wavedashes. 


- Fair to grab as always works pretty well honestly. Stop doing it immediately if they 
don't fall for it, though. 


If you can catch a wavedash you're good to go. But that’s hard because you have to 
hope they make the same mistakes over and over. Best thing to do is to get him in 
the air. It's hard for them to get down. Our worst stage is our best stage imo. 
Yoshi's story. Luigi's Rook movement might be at its best there but he's still in a WD 
when he's ona platform so really you just wait under one and don't get intimidated. 
It's all about getting the Up Air (StrongNormals). 


I've had the pleasure of Knowing this MU, a downsmash heavy Luigi is all Nair, and 
a nair heavy Luigi is all up airs, nairs, and bairs and impeccable edgeguards (like 
going offstage). | emphasise impeccable (Tovl). 


dthrow to read DI and nair (can't react) or uthrow to juggle with repeated uairs. Our 
uair cleantly beats any aerial he has and he has like no aerial drift whatsoever. its 
hard for him to get through. doesn't do much, but you can keep it up easy. getting 
under him with a shield for shield drop uairs/usmash oos etc is super good too. 
juggling luigi is hard to get used to but once you start playing just safe enough that 
you don't get hit by nair/dair etc when he's getting down, it's like over for him. 
Fthrow doesn't true combo into much, but against some characters you can fthrow 
then do Falco-esque stuff off fthrow like reacting to roll/shield/spotdodge/attack 
and getting a regrab (Chaos). 


CC is a big boon for Luigi, and his aerials beat all of ours. He beats us everywhere 
(Comet). 


if nair is decent enough on cc then we can jab to clank with his down smash. late 
nair is really limited but jabs afterward are still better than shielding against cc 
down smash (Comet). 


simple bait can deal with nair and up air just beats it. ground game is rough, i think i 
got mileage out of down tilt when i played a good luigi from philly (Comet). 
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Honestly juggle them until time out (not actually, you just gotta play with that kind 
of patient mentality). You can fsmash their wavedash in on reaction, but not visual 
reaction. You can only do it on reaction off the audio cue of his wavedash (Chaos). 


speaking of - I'd like to see you do more of killing luigi off the top with up air. | may 
be bad at the geym but even | can tell when you're letting someone back to the 
ground too much. 


Also - why are you still down throw up smashing? If you're scared of luigi getting 
you on the way down from other attacks you should be avoiding contact here too. 
Well - | think up tilt might clip him without repercussions because of the floatiness 
and disjoint. Idk. I'm just a theory guy (StrongNormals). 


Up airs are not that easy on Luigi, pichum is very small and Luigi can drift pretty 
easily. That being said | don't really know the Luigi matchup so | was experimenting 
stuff, so that's why | was going down throw u smash to test different percents and 
stuff. Up tilt may work but it may be too slow, idk yet, I'll try it out. The up airs are 
not hard per se but also not easy, but | only really think | could kill practically with 
up air to thunder. Maybe on yoshis up air would just kill at high percent (Codeman). 


edgeguarding luigi isn't that hard. he has a pretty bad recovery despite how far he 
can go. the only risk is getting hit by a stray misfire, which usually leads to me just 

holding the ledge and waiting. as for the rest of the matchup, up air luigi to infinity. 
and thunder, because his air mobility sucks (Amigo). 


Luigi likes do double jump fireball to knock you on the ledge so he can get ledge 
after your invincibility runs out. if you are marth killering, it's his only counterplay. 
So, what you do is Marth Killer, but then as soon as he hits your shield with fireball, 
click Down and B. Literally spaces perfectly for strong hit of thunder (Chaos). 


D tilt is pretty good, Luigi wavedashes in jabs a lot. | think weak nair up smash is a 
thing on no CC. If d tilt is p good then so is f smash but more risky. Edge guarding is 
decent with invincible nair, but finding a kill option is harder. | didn't do it much 
cause the timing is hard but f smash edge guard on up b is good if timed right 
(Codeman). 


if you invinicble nair chain him see if you can finish it with invincible dair, same 
damage as unstale nair, same KBG, but with 5 more BKB. chaos said that he uses f 
smash on reaction to the audio of luigi's wavedash as an option (Comet). 
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Ganondorf [0] 


There are two types of people in this world: 


ganon is not a good matchup for pichum by any stretch of the imagination. once 
they know the matchup its absolutely hell. basically if they hold center stage and 
throw out uair and fair then there's nothing we can do. in neutral our only safe 
option is crossup nair, and that doesnt lead to anything, and he has a billion safe 
counterplays that he can use. all aerial exchanges either trade or he wins, and a 
trade with ganon as pichum is in his favor 9 time out of 10 because percent means 
So much more to us. if you do something other than crossup nair then he can cc 
grab or uair oos which combos into a grab and then chaingrab you into a forward 
air and you're dead. our punish game is alright i guess but his is soooo00 much 
better and easier vs us that it's ridiculous (Chaos). 


Once the local ganon realized that | could crouch under his grab he had to resort to 
walling me out. Like did you know you can get away with dash attacking a ganon 
without getting grabbed? It's not even a 50/50 situation- you just won't get grabbed 
same goes for bair. And even if you do get dthrowed you can just DI way behind 
ganon and won't even get there in time. Addressing the Ganon holding center - play 
pichum. Because once you figure out their ganon - and ganon in general, you 
shouldn't get hit more than 5 times the whole game - and you should never get 
grabbed. Of course that doesnt mean pichum wins or anything. | find that the hit 
and run game works for most character against ganon. If you couldn't find the 
openings, that just means you didn't figure him out (StrongNormals). 


Hmm from experience it feels like pichum just straight up wins from pure speed. 
Most of the time | just wait for Ganon to throw out an aerial (they're all laggy) and 
run in with an overshot nair. Sometimes | will just spam overshot nair and the 
ganon can't punish me because ganon is too slow. At low percents | can get 
upthrow nair to regrab upthrow nair, and all percents | can get upthrow nair. Edge 
guarding is hella easy, ganon is toast off the stage (Codeman). 


Edge guards are almost free, you can up throw up smash nair Ganon from very low 
percents, you can react to aerials, Ganon's usual buff he gets from shield stun is not 
as big of a threat for pichum as it is for other characters. If someone could confirm, 
is shield stun dependent on character weight or anything in general? Either way 
pichum can escape shield pressure from Ganon pretty easily (Codeman). 
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the best thing about them is that they have no out of shield options, so you can just 
Shield pressure them for forever. His only real option is stomp oos which beats all 
of pichum's tilts, but if you just don't use tilts on shield much, it's not too 
threatening (ChivalRuse). 


Not sure if this is old news, but we get Up throw Up smash on Ganon till 18% 
(StrongNormals). 


Mario [-1] 


if nair is decent enough on cc then we can jab to clank with his down smash. late 
nair is really limited but jabs afterward are still better than shielding against cc 
down smash (Comet). 


Young Link [O] 


i try to powershield the boomerang and be aggressive with my spacing. i really like 
overshoot nair against him, since even if he ccs it we could be pretty safe (he won't 
up b like link). against y link i like down tilt and up tilt to intercept stuff a bit more 
than against link (Comet). 


Yeah unstaled YL boomerang does 20% from point blank. You can do some nutty 
combos on tri-platform stages with uair. It's also easy to take away someone's 
double jump with uair and force them to fall helplessly into your upsmash for more 
damage and juggling, it feels so unfair (ChivalRuse). 


We have the mobility to get through the projectiles (Chaos). 


Donkey Kong [-1] 


DK wins super hard. mostly it comes down to the fact that DK is fast enough and 
has sufficient good spacing tools (bair) to not be overwhelmed by pichum's neutral 
and dash dance, heavy enough to CC a lot of pichum's effective combo starters on 
the lighter portion of the cast, and to top it all off, he has guaranteed grab 
follow-ups on pichum that kill more reliably than Fox uthrow uair (Chandy). 


| dunno. Green ranger wrecked my **** way too much back when | mained 
pichum. 
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| think pichum does reasonably well against DK. But DK can just do this thing where 
he walls you out. 


The matchup is basically baiting stuff out by making DK approach you, then tech 
chasing him until high percent. But pichum has to put in like 4 times as much work 
to get a kill on DK. 


gimping him is pretty much impossible unless you land some jank fsmash. | have a 
lot of thunder gimmicks to deal with his recovery, but thunder tricks are almost 
never guaranteed (Derf). 


Dk definitely screws up pichum, wins the aerial game 9 times out of 10. DK plays 
backwards, like PAL ganon, so every one of his hitboxes beats ours. He combos us 
harder than we combo him. We cant edgeguard him amazingly well (unless jolt 
beats upb which i dont think it does, could be wrong). He can cover a ton of our 
recovery options with his ledgehop bair then cover more once he lands on stage. 
DK is generally super weak near the edge. My bad fox was beating Green Ranger 
near the edge, but pichum cant really beat DK at the edge super well (Chaos). 


StrongNormals on DK (more optimistic, assuming he thinks its -1): So basically | said 
that DK's hurtbox and his situational hitboxes don't do much to keep pichum out. 
DK has no way to escape pichum's pressure other than Up B - which won't hit 
unless we overshoot like we do in other matchups. DK's effective range is mostly 
behind him and his forward range comes from slower moves that can get beat out 
pichum's aerials - most of which come out on frame 4 (uair/bair and nair on 3). DK's 
tie hurtbox actually makes this matchup annoying for DK because he can be 
grabbed easily. 


An important note on DK's combo game against pichum: pichum's weight gets him 
thrown high enough to where he can escape the combos easily. | missed the DI 
against a better player than myself and still escaped the up air that was supposed 
to follow the DK cargo up throw. It's possible to get one hit out of it but DK's jump is 
so slow and pichum goes so high that it's difficult to connect. In contrast, it's pretty 
easy to combo DK no matter what DI they apply. It's really a struggle. | checked 
smashboards just in case but their knowlegde is lacking in several matchups. 


It's good to hear someone with experience in the match up. But | took into acount 
DK's jumpsqaut and where bair comes out when | played the DK here in Dapan 
(intentional). It goes straight over us when used immediately and causes a late hit 
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which can be punished. | never had a problem beating bair because | knew he'd 
delay it (SHFFL) if he thought | was going to go for a grounf approach. If he thought | 
would nair he would bair. Even DK plays with his back turned in most match ups it 
really hinders him in match ups against pikachu, falcon, and pichum. Usually the 
"nair comes out on frame 3 vs bair on frame 5" argument doesnt mean anything 
win practical environments but DK has to be facing the other way meaning he can 
only be retreating or using bair almost in place, which is almost never good against 
rush characters. Sadly he's not puff so his mobility makes bair linear - and he's not 
a spacie so he can't shine in between. It does auto cancel if he doesn't fast fall, but 
then might not hit us. The JPDK thought he called out a nair but proceeded tp get 
running dtilted. 


Jolt doesnt always work because of the spinning collision bubbles - but it does hit 
40% of the time. And | dont think ledgehop bair covers that much considering DK's 
double jump doesn't go high at all. on battlefield it doesn't even reach the side 
platform. 


Not sure if this is old news, but we get Up throw Up smash on DK until 20% 
(StrongNormals). 


it's all about bair, dk bair i mean, that move is a nightmare. and also grabs ofc. 
juggling him with uair is fun as hell though, he gets juggled from like 0 to 40% off of 
just uair (Amigo). 


DK has a good punish game on pichum which sucks because pichum usually can 
escape some combos from other characters since he's light, but DK just juggles 
pichum. that being said pichum can win neutral pretty well and edgeguard 
(Codeman). 


Link (O} 


jolt if he tries to sh bomb pull, if you space it correctly, he will get hit by the jolt 
before his bomb comes out (this is one of ICGs favorite things to do) 


Vair juggling is really hard and risky, but you can definitely do it. you have to space 
so that your uair is basically hitting the side of him as opposed to hitting directly 
under him. its hard, and doesn't really do much. | don't like just stringing uairs 
together in general though. 
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Overshooting his shield is bad, because he'll just upB OoS, but if you land in front 
with a super later nair, you can grab him at very low risk, since he won't be able to 
upB or bomb throw (or grab) before you can get a grab out. 


edgeguard with jolts to knock him out of his tether. Learning his tether tricks can be 
a little difficult, but you can cover them all. link's recovery is very weak against 
attacks coming straight down on him, | like to use dairs at lower percents to combo, 
and straight nairs at higher percents. You can also sneak under him and uair if you 
want to try and combo it at low percent. Thunder walls over the edge are also hard 
for him to deal with. Edgeguarding him on stage is much more difficult. If you're 
directly over the edge, and he holds in to the stage, you can fsmash, but smarter 
links will fade back then sweet spot. You can also time dsmash so you avoid being 
hit during its invincibility, but that's hard sometimes. 


Pretty much, in neutral, you want to bait out his bad stuff by playing on platforms 
and stuff. 


really helps if you learn how to catch bombs. its harder than catching turnips, but it 
really screws with links projectile game (Derf). 


link is pretty standard bait and punish, imagine peach but his moves are also slow 
and he doesn't have cc down smash. we can dash dance camp link a bit but not to 
the point where he starts pulling bombs and stuff (Comet). 


The projectile's aren't as big of a problem as the sword is, so Yoshi's is not that 
great Imo, you want to stay out of range of his sword in neutral, but close enough 
that you can punish if he tries to pull a bomb. You need to bait out attack and 
punish, because its very hard to approach past jab, grab, forward air and up air. 
Your juggle combos also don't work that well because he can try to down air out. 
The big advantage is his bad recovery, if you get a back throw near the edge link 
Should be dead every time (DownBForDays). 


when projectiles are thrown choose between wavedashing forward or SH over it; if 
the projectile is too close just fall back a little. At all cost, don't get hit by bombs. The 
others don't matter as much.At early percents you can decide to battle with his 
projectiles using jolt but | prefer DDing to get a grab or double nair. This way you 
can get Link closer to the percent needed to break his CC with uair. Link will use 
UpB at close distances if you try to pressure him (especially at high percents), but as 
long as you know it's coming and have your shield ready, you can wavedash OOS 
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and use decent killing move like Upsmash. NOTE: if you wavedash OOS too early 
then you'll get hit by the semi spike of the late UpB, so take your time punishing 
(StrongNormals). 


up air is risky since link's dair beats it from above 

if you're grabbed just DI up. you'll get hit by up b at low to mid-high %, but you 
should be able to jump out before it kills 

link is pretty much a worse marth with up OoS so just DD and you'll be fine 
try to not let him pull bombs, like how marths keep peach from pulling turnips 
good links won't always up b OoS since it's a huge commitment. it's extremely 
punishable and you can overshoot nair to get outside up b range anyway. 
when in doubt take your time because pichum runs circles around link. 
invincible nair and jolts destroy link's recovery (Comet). 


Normally, rapid jab will push you back if your opponent is trapped against a wall. 
But if your back is to another wall, or the end of a platform, you won't slide at all. 
Such a position exists in the pit of pokemon stadium. If you initiate rapid jab in the 
pit, you'll be able to wrack up a lot of percent very quickly. Most characters should 
be able to escape if they SDI correctly, but there are several characters who can't 
(Derf). Link is one of those characters, so if you ever find yourself in the pit, be sure 
to abuse that. 


You have the movement to get through and around his projectiles. You can PA 
down around him to get through his uair juggles. It's definitely not too bad of a 
matchup if you're patient but still quick. 


You have a really good shield so you can shield his stuff and WD oos afterwards to 
continue moving around until he throws out something at an unsafe spacing. 

Your uair beats his dair and Nair and everything if you time it right, so your juggles 
are better than his, albeit only doing a few percent per hit. The purpose of juggling 
with pichum is never for damage. It's to get them off stage for an edgeguard which 
is pichums strength. Fsmash links upb recovery if he goes high, ledgehog if they go 
low. It's a 50/50. You can drop-off Nair him which beats everything pretty much on 
FD and Battlefield. Thunder Jolts if they grapple (Chaos). 


Uair clean beats dair. Look at link's dair, it's like not even disjointed at all 
downwards, straight up an awful hitbox. Your nair should beat it cleanly if you time 
the rotation right too (Chaos). 
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if for any reason you aren't using up throw already, use it against link. up throw nair 
leaves link in a nice position for followups (Comet). 


We have the mobility to get through the projectiles (Chaos). 


Mr. Game & Watch [OD] 


From my experience GnW it seems there are a few things they key on: they are 
always trying to CC dtilt pichums nair, so you don't want to mis space because it's a 
combo starter. GnW is light so take advantage of that with guaranteed up throw 
nair at high percents. It will get him off stage earlier than you might expect. And 
invincible nair off ledge to edge guard is good because GnW has low landing lag 
after up B so it's harder to punish after land unlike Marths up b landing lag. Also f 
smash edge guard works better than vs Marths up b because the upb hitbox 
doesn't go in front of GnWs body as much. So you can fsmash regrab ledge and 
invincible nair (don't know if guaranteed but surprising), or fsmash again trying to 
get time the last hitbox so they can't smash DI. In summary you have some options 
to reliably kill GnW pretty early (Codeman). 


game and watch is good if you let him be, but his moves have a decent amount of 
lag so that's the thing you really want to abuse aside from his terrible shield game 
(Amigo). 


Crossup nair fsmash is amazing vs game and watch, makes it so he cant do 
anything except retreat after a crossup nair. He has to respect it hella (Chaos). 


Roy [+1] 
Roy's big advantage is his dash dance but pichum is good against dash dance 
(Chaos). 


Dthrow Dtilt Up+B setups are incredibly easy DI out of. 


Option 1:DI into the 2nd hit of upB. It only looks like Roy angles his upB far away 
enough to get the single hit but you can DI into the 2nd hit which has way less 
knockback. 

Option 2: DI out on the dthrow. pichum is light enough to bounce outside of of 
Roy's dtilt range (or into the weakhit range). You can also add SDI to go way out. 
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Option 3: DI up or away on the dtilt. Roy needs time to start up his upb. If you DI up 
he has to jump to reach the range where he can hit the OHKO hit - and by this time 
you're no longer in hit stun. 


You can mix and match these as much as want to fit the situation. Even with slight 
DI you can avoid the whole set up (StrongNormals). 


Not sure if this is old news, but we get Up throw Up smash on Roy till 17% 
(StrongNormals). 


Mewtwo [+1] 


Imo pichum wins neutral vs mewtwo from pure speed. pichum can also hold ledge 
vs mewtwo and still knock him off pretty well, rinse repeat. Up smash kills stupid 
early lol it's kinda funny. But if mewtwo is getting grabs a lot it's bad. However 
pichum has all the tools to avoid it imo (Codeman). 


It's hard against someone who knows what they're doing. Wavedash back and utilt 
make the neutral a struggle, and ofc pichum dies incredibly fast to fair and uthrow. 
M2 can also edgeguard pichum with pretty moderate success (Amigo). 


I've had hella success against mewtwo with crossup fair, where you hit the front of 
him with fair then land behind him. beats a lot of his tilts, and CC tilts because 
you're behind him and then you get a free grab or usmash. obv doesn't solve 
everything but a really solid tool (Chaos). 


| think mewtwo simply wavedash back CC'ing is enough to give him a bit of trouble 
sometimes (Amigo). 


i think dreamland is our worst stage against mewtwo, it feels so hard but mewtwo's 
boxing options usually give him such low reward (Comet). 


Zelda [+1] 


i now have a less depressing view of the zelda matchup. it's SOOOO boring but 
dash dance nairing her for five or 6 minutes gets the job done (Comet). 


| also just try to platform camp her if | get a lead because she actually can't really do 
anything about that. The matchup gets very very difficult if she has the lead though. 
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You can't really do much about kicks except get under them with utilt/uair/usmash 
depending on how she uses kick (rising sh kick can be followed by a second falling 
kick, waveland, or dj kick, which can be followed by a 3d kick). Not a super fun mu 
for me personally, but pichum has some stuff. | still don't think its super good for 
him though (Derf). 


if nair is decent enough on cc then we can jab to clank with her down smash. late 
nair is really limited but jabs afterward are still better than shielding against cc 
down smash (Comet). 


btw don't challenge zelda in CC wars and take your time. that's how you beat her, 
lame her out. if you're aggro then she CC down smashes or kicks you (Comet). 


pichum can late up air to break CC at ~30%, down tilt back, and f smash, but zelda 

just wins since her down smash is really good. Something like fair > grab wouldn't 

work. oh yeah her CC up smash is super good too. well, i haven't tried out f smash 

much to see how applicable it is, but the final hit would destroy CC. kinda slow and 
still probably SDlable though 


Ness [+1] 


Please write some stuff for the Ness matchup for the love of god. 


pichum [0] 


it seems that pichum can jump out of down throw at around 25% after hit (Comet). 


Bowser [+1] 
Good Stages: FD, Dreamland 


Bowser's large brute body being quite easy to counter is really odd. The thing is, 
Bowser is very easy to juggle, all his strongest moves can easily be DI'd and crouch 
cancelled, this could probably go well with any character really. Whenever a pichum 
verses Bowser, you will want to go to mainly Final Destination or Dreamland, the 
point being that you'll easily win a match if you juggle Bowser, strike him with a 
Forward Smash or Nair, and finally gimping him or pushing him away from the 
stage. 
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Juggling Bowser can be done multiple ways, | prefer constant U-Tilts after grabbing 
him and throwing him in the air, but their are many ways to go for Bowser. Let's 
just say he's a large canvas, and pichum is the brush. 


Throw him in the air, best to shield-grab him due to his claws having a somewhat 
good knockback at early percentages, and just jiggle him with U-Tilts until he's at 
90% or 100%. You can either finish him with a Forward Smash, multiple Nairs and a 
good ledge guard, a gimp off the stage with your Neutral B, or even knocking him 
higher than the Blast Zone with your Up Smash. 

Spam Nairs and Tilts, and finish him with whatever strong move you have. With 
good timing, you can KO Bowser off stage with three Forward Smashes. Three. 
Forward Smashes. 


Facing Bowser, you'll want to spotdodge and then grab him, get some good juggling 
out of him. Bowser is very slow when compared to pichum, so you could dash 
dance and wait for him to use a move with a lot of ending lag, where you could 
easily punish him there. Bowser's moves have a lot of ending lag, make sure to 
especially go for the punishing moves when he uses all his Smash moves, you'll 
have a small amount of time to get to him when he uses Neutral B, and his Side B. 


Bowser's recovery is a joke, you could gimp him by spamming Neutral B, using your 
Forward Smash, which has quite the hitbox, and completely shift him off stage, or 
nudge him a bit so that he'll have to continue using Up-B before giving up, or 
somehow making back. If he does make back onto stage and you have tried 
gimping him with the various tactics used above, use a quick Nair to continue the 
cycle. As a bonus, he might even have a high percentage from the attempt ata 
gimp he survives (Lox). 


Chaos on Bowser Vs. pichum: 
“+ Bowser feels really hard for Pika/pichum when you're not prepared for it 
¢* Literally don't contest shield at all except with latest nair->shield to bair an 

usmash oos, which you can punish with a grab on reaction easily 

¢* Uthrow usmash at really low percents 
“+ Run up shield when he's at the ledge, so that the tip of his getup attack hits 
your shield, then WD forward Fsmash oos, the timing almost always just is 
final hit when he becomes vulnerable 

¢ Shield drop uair is amazing but you wait for before you get hit by anything. 
the shield baits out a koopa klaw, but before he gets to you at all theres a 
uair hitbox, then you juggle 
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¢ he has a 50/50 with uair if he reads your doublejump out of dash attack/kk 
forward 

* | found that a really good mixup was DJ then immeidate airdodge out to to 
platform. they like to think of it as a 50/50 but its not 

“ He can 50/50 every tech with dash attack, respect dash attack hella. the 
50/50 is tech in vs everything else, so weigh your tech mixups accordingly 

“+ if you do super crossup nair then fsmash in his general direction then that 
beats him fading towards you with upb oos, but thats like hella crossup 
super far away 

¢ only FH jolt if you're retreating to platforms, and even then its not good. for 
some reason WK and DJ are amazing at reading that movement and they're 
just gonna run under you ad make you feel like an idiot 

“ always expect shielding vs bowser above you to be a losing scenario. They're 
gonna react to that and choose the better option to land on you with. 
Preemptive usmash oos or shield drop uair 

“* don't expect to be comboing him super hard 

¢ When you're edgeguarding, don't be afraid to go deep with a nair then get 
back to ledgehog before him and roll up. It's super easy to cover a ton of 
options, and he's not scary there like he is in the air everywhere else because 
he can't aerial without dying 

¢ Remember that bowser doesn't care to have center stage, because when he 
retreats he goes to ledge 

% don't EVER fight bowser on Yoshi's. Yoshi's is amazing for bowser because he 

has a ton of movement tech specific to yoshis AND he doesnt need to move 

much on there anyway because of how small it is 


We can nairplane Bowser like always. Nair to fsmash works and it's like impossible 
for him to SDI out since he's giant af (Chaos). 


it's really hard for pichum to safely attack bowser since he can CC for eons and up 
air and grab are the only things that we have to beat it... even then they're unsafe. 
pichum wants to whiff punish and is pretty damn good at doing it with his higher 
mobility (Comet). 

Not sure if this is old news, but we get Up throw Up smash on Bowser till 6% 
Kirby [+1] 


~Stages of Choice:~ 
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1. BF | love battlefield in this matchup because it really allows you to move around 
kirby. The top platform is very high, and it takes kirby a minute to get up there, 
pichum also moves from platform to platform a little too fast for kirby to keep up 
with. 


2. DL pretty much the same concept as battlefield. Preference comes a little into 
play here. There is more room run around, and it takes kirby a long time to trap 

you, but on that stage, this matchup takes forever because neither character can 
really kill the other one very easily. | prefer battlefield, but this one accomplishes 
the same thing. 


3. PS Stadium is nice because there is a lot of ground space, low ceiling, which 
benefits you much more than the kirbster, and kirby gets kinda screwed by the 
transformations (they can also mess you up too if you don't have a lead though). 
You have to deal with not having a top platform though. 


YS and FoD are very small stages, which kirby is able to control a lot better. He also 
tends to kill on these stages faster than you do with things like uair and bair due to 
the closer side blastzones. 


So general stuff with kirby, the old matchup chart says pichum wins this mu (iirc, it's 
the only one it says he wins), | think this matchup is super even, very stage 
dependent, and the outcome depends heavily on who gets the lead first. But 
pichum can camp the hell out of kirby. 


Kirby's moves have a lot more range than yours, which is a bit irritating to learn 
how to handle. This makes getting in on him pretty hard most of the time. That 
said, most of kirby's moves have a fair amount of cooldown, which is your opening 
to approach with shffl nairs. You have to watch how low he is to the ground though, 
because if he lands quick enough he'll throw out a tilt to stuff you. 


Kirby on the ground is much more threatening. Utilt, up angled ftilt, and jab are 
amazing at stopping pichum's approaches. | don't know many kirbys other than 
myself who use pivot jab->grab, but that's actually incredibly effective against 
pichum. 
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In the air, his moves all have big hitboxes to control air space with, but like | said, 
there is cooldown that lets you get in if he tries to threaten you with those. 


So a big thing that makes this matchup hard for kirby is that pichum is a lot faster 
than him, so he has to try and control the space pichum wants to approach him 
from. 

This doesn't work if pichum doesn't approach. 


It takes kirby a decent amount of time to reach the top platform, then it takes him 
awhile to get back down from up there. pichum can abuse this weakness pretty 
hard. 


When you're up on the top platform, kirby pretty much just tries to poke at you with 
his moves underneath the platform (usually uair or fade back fair). Because these 
moves have cool down, you can straight light shield on the platform (to avoid being 
Shield poked) when he comes up there, then shield drop through when he hits you. 
If he uses uair, you can just shield drop nair or uair him (I like uair a lot because 
kirby really does not want to be above you). 


If he fairs, then fades back (which is safer than uair), you can either drop to the 
ground, or agility OoS onto one of the side platforms. | like to use agility OoS onto a 
platform he's fading back towards so | can punish him, but you have to watch for 
the remaining hits of his fair. (This is most effective on battlefield because of the 
distance between the platforms). Going to the ground is still really effective since 
you're underneath kirby, and also safer, but the reward isn't always as great (with 
the agility, you can often usmash while he tries to pass you or something, which can 
get you kills). 


Kirby can theoretically jump bellow the platform then edgecancel an aerial hammer 
on the platform you are standing on, but that's super difficult, so you probably 
don't have to worry about it. If he goes for that and misses, he'll either be stuck on 
the platform with 16 frames of landlag (WD O0S to punish), or he'll miss the 
platform and have to deal with aerial hammer's crazy cooldown (agility to the side 
platform or shield drop to the ground bellow him). 


Another powerful tool pichum has is jolt. Jolt is irritating for kirby because it travels 
at an awkward angle his moves don't cover that well. | like full hop retreating jolts, 
landing on platforms as a response to kirby jumping at me. His uair will cover this, 
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but it still doesn't do him any good aside from getting center stage (which still isn't 
much if you have the top platform to retreat to). 


Getting grabbed sucks. This is a huge problem for pichum, because he gets tech 
chased haaard by kirby's dthrow. Like... kirby can just stand there and react to 
either tech in place or missed tech, then wait for either of pichum's tech rolls. It's 
one of the hardest tech chases for pichum to escape. Once you're above like 40%, 
you can escape my missing your tech, then SDling the jab reset up and away and 
either jumping out or nairing. Kirby can just start down angle ftilting or dsmashing 
you instead of jab reseting though, which kinda sucks, but isn't that bad because 
you still escape. 


Kirby actually doesn't really have an answer to thunder walls if he's in the air. 

This is useful not just for creating space between you, but also for annoying kirby 
while he tries to recover (thunder wall over the ledge). He either has to waste jumps 
waiting for thunder to end (kirby has 5 aerial jumps. Remember that, it's important), 
air dodge through it if he's high enough, or get hit. 

It's actually really nice, because if you space it far enough out, and kirby runs out of 
jumps, he has to airdodge because his upB doesn't have enough aerial mobility to 
reach the ledge. 


I'm pretty sure you can marth slayer kirby's upB too, but don't quote me on that 
one. 


Last thing, regarding swallow and swallocides; if kirby tries to absorb pichum's 
power to get a projectile, you can attack as soon as you get popped out, which 
sucks a but for kirby. When he tries to swallocide, if you have even stocks and a fair 
chunk of percent (or kirby has no %), if you don't mash, kirby has to die, if you mash 
out, he can recover. That said, pichum is able to if he mashes out, so keep that in 
mind. 


In regards to suicide throws, you just mash the stick back and forth for bthrow and 
fthrow (or in circles if you want to escape hella fast). For uthrow, kirby dies first and 
you can upB as soon as he does. It's weird. If you got grabbed out of your double 
jump, you won't have it back though. 


On the subject of double jumps, if kirby ever uthrows you on stage, he does not 
have any jumps after the throw completes and he's stuck in the air. Sometimes you 


FACTS: 120 TABLE OF CONTENTS 


can agility underneath him and usmash or utilt to pop him up then just hit hima 
bunch because he can't really avoid you without his jumps (Derf). 


Stages: Fountain, Battlefield 


Kirby is an odd MU, but pichum can actually dominate a Kirby match. I'm sure Kirby 
isn't too common in tournaments, but just in case, | studied the percents and 
perfect moves to get rid of Kirby. As a Kirby, there are two things he could do do 
dominate you. Luring with a kirbycide is one option, gets rid of pichum very quickly. 
To avoid kirbycide when he's near the ledge, simply spam your analog stick/control 
Stick until you're let loose from Kirby's grab. Kirby will instantly fall to his death, as 
he won't be able to cancel a empty kirbycide, where he falls to his death grabbing 
nobody. Kirby will often use bairs to stock damage. Stocking damange and getting a 
kill with an up-smash is Kirby's other main game. Basically, Kirby uses these moves 
to get a quick percent: 

Bairs 

Nairs (not too common, since there is ending lag) 

Jabs 

Down grab, jab, aerial move/tilt combo 


Let's talk about the last one. Down grab, jab, aerial move/tilt combos are basically 
the one combo pichum will get juggled into. As Kirby gets a successful down grab, 
he'll start a sequence of jabs, and finish you off with either a aerial, or a tilt. Tilts are 
mostly used since there is little ending lag for utilts. Avoid his hammer, which will 
instantly kill you above 55%, sometimes 60%. If you do manage to get hit, or your 
opponent is constantly pressuring you with the move, crouch cancel. You could DI, 
but your best bet would crouch cancelling, since Dl'ing the move could still kill you. 
Edge guarding Kirby is very simple since Kirby has his multiple jumps, and his up-b. 
His up-b is what you'll use to kill him. Constantly gimp him far from the stage until 
he's forced to use his up-b. This is best done on Fountain, since the bottom blast 
zone is far down. When he's finally got a up-b left, edge guard, roll off, and wait for 
the death. If he can make it to stage, use your shield to dodge the attack, and 
punish him with a grab. Facing a Kirby should be pretty simple, since pichum's 
speed and moves have the upper hand. Use pichum's f-smash as a finisher move, 
best done when Kirby is around 60% (Proxibomb). 


Kirby is a weird mu. When | first started playing, and was all gung-ho and didn't look 
at the game objectively enough, | loved to say pichum won it too. But it's even as 
hell. 
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It's very hard to approach kirby if he spaces tilts and bairs. 
| usually use a lot of retreating jolts, kirby isn't too good at dealing with projectiles, 
especially since pichum's jolts travel at an angle. 


It's really hard to get through kirby's defense, his wd back tilts and bair are 
ridiculous, but if you make him approach, he kind of can't. You have a projectile and 
he doesn't (well... he kind of does) unless he sucks you up, which you should never 
let happen. 


If you get grabbed, you're boned, because pichum's tech rolls are so bad that kirby 
can actually react to anything and get a regrab, SDling his jabreset up and nairing is 
actually pretty hard, but basically the only escape. 


but once they catch on, they'll realize they can just punished missed techs with 
dsmash, but then you get out of the tech-chase, so its up to you to decide if that's 
worth it or not. 


Edgeguaring kirby is free as hell once you learn how to do it though, just watch for 
weird aerial mixups, but generally, | just jump out, wait for the aerial, then rising 
nair. Dair is weird, but it has some slow-ass startup. Don't come down on him, 
because you'll get uaired. Space around fairs and bairs. 


kirby can't get down if he's above you, so just uair for days. when he gets high up, 
thunder is hard for him to avoid. 


obv usmash OOS is an amazing punish for misspaced aerials. 


jolts are amazing if kirby leaves the ground. on the ground he'll just utilt/ftilt them 
though (Derf). 


kirby is designed to beat pichum in neutral and edgeguarding in like every way. AC 
bairs, utilts, reaction tech chases off dthrow infinitely, amazing CC. kirbys dthrow 
tech chase on pichum is the most free thing in the game. edgeguard with dair, utilt 
uair, tech chase usmash, etc. recovery isn't any worse than like Falco or Marth or 
sheik. Especially because you're never recovering low against pichum, that's not 
where pichum gets a floaty off stage, they're put high by all the things that put you 
off like that (Chaos). 
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ADVANCED pichum TECHS 


Perfect Agility 


This is the big tech of this segment. Everyone likes to call this Perfect Agility, and 
damn, this makes Blue pichum the closest thing we'll ever have to Sonic in Melee. 
Either way, it’s definitely the most insane pichum-exclusive tech. It involves landing 
with the last 1/3rd of Agility with one frame of lag. I'll preface this segment with a 
guide from Grim Tuesday on the subject. Enjoy! 


Intro 

Hi, Grim Tuesday here. As the pichum boards are starting to get more popular 
(presumably because of his rise in the tier list), opportunities for pichum's playstyle 
to be expanded have presented themselves to us. 


Perfect Agility is, in my humble opinion, one of pichum's techniques with the most 
hidden potential. However, the casual pichum player must ask themselves, "What is 
a Perfect Agility?", "How do | do it?" and most importantly, "What can | do with it?". 
This guide is designed to answer those questions in detail, hopefully teach veteran 
pichum players a few new tricks, and also to provide a place to discuss tactics 
regarding Agility in competitive play. 


What is Agility? 

Agility is pichum's up-special move. This move will cause pichum to perform a very 
fast teleport-like dash in one of 16 directions. Inputting another of those 16 
directions on the control stick during this first teleport will allow pichum to perform 
a second, identical dash/teleport. The first jaunt deals 1% damage to pichum, the 
second 3%. Unlike Pikachu's up-special, Agility deals no knock-back, damage or 
hit-stun. 


The length of each jaunt can be controlled to an extent depending on how far you 
tilt the control stick. Remember this, as it will be important when performing PAs. 
The second jaunt must differ in direction from the first by at least 38° (normally, it 
IS possible to by-pass this limitation by smashing the direction with good timing [at 
the time when you would normally perform the second jaunt]). The first part of 
Agility can go through platforms, the second, however, cannot. 
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While Agility is a decent recovery move, this guide is dedicated to it's use as a 
movement and spacing tool through the use of PA, so | will not go into it's use 
elsewhere. 





The multiple directions (in degrees) Agility can travel in. 


What is Pefect Agility? How do | do it? 


Perfect Agility (PA) is a term used to refer to landing pichum's Up Special move 
(Agility) with perfect timing so as to give it only a single frame of ending lag, and 
cause a pseudo-wavedash effect. This technique is probably referred to by different 
names by different players, but this guide will only use the terms "Perfect Agility" 
and the abbreviation "PA" to refer to it. Depending on how hard you tilt the control 
stick, you can slightly adjust the length of your Agility. This is VERY important to 
remember when using Perfect Agility, as it can mean the difference between a 
successful hit and being punished. 


Perfect Agility occurs when you land directly after either the first or second 
teleport/dash/jaunt finishes. It results in a landing with only 1 frame of lag, and 
gives you a small wave-dash in the direction the Agility was travelling. 


Landing while in the middle of the attack (i.e. angling it into the ground) will leave 
you with an easily punishable 14 frames of lag, and angling the attack too high and 
simply falling to the ground after an Agility will leave you unable to move until you 
land, forcing you to wait for pichum to fall down to the ground before attacking (it 
will also not create the pseudo-wavedash mentioned above). 


The most common ways PA is used are: 
* PA Dash: Jump and immediately perform an Agility to the left or right (135° or 45°). 
With good timing, you will travel straight across the ground laglessly. 


* PA Dodge: Agility upward in any direction from the ground and then return to the 
ground on the same route (for reference: On the above chart, look at one of the 
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upward directions. Then look at the downward direction it forms a straight line 
with. The former will be the direction of your first jaunt, the latter your second 
jaunt). The purpose of this is simply mind-games and spacing. This can be done ina 
"down > up" fashion as well through platforms and if you are close enough to the 
edge. 


* PA Angle: Similar to the PA Dodge. Agility upward in any direction and then use 
the second jaunt to go downward in the exact opposite direction (To find the 
opposite direction on the above chart, simply mirror the direction you used for the 
first Jaunt). This can be used for movement, as well as mind-games and spacing. 


* Single PA Landing: Timing the first jaunt of Agility so you land perfectly. This can 
be done from a jump, or from being knocked in the air by your opponent. 


* Double PA Landing: Timing the first jaunt of Agility so you space yourself, and then 
the second to land perfectly. This can be done from a jump, or from being knocked 
in the air by your opponent. It is useful in situations where you can't land properly 
with a single PA, or when you want to reach the ground quickly without falling. 


* PA Recovery: Identical to PA Landing, except from off the stage. The opponent will 
be trying to intercept you in the middle of the recovery, and will punish you if you 
don't land perfectly, so practice recovering from all angles. 


What can | do with Perfect Agility? 


Well, good question. :) 

Perfect Agility has two major uses in competitive play: 
a) Mind-games. 

b) Movement. 


The speed at which this move can be used, in combination with dash-dancing, 
wave-dashing/landing and empty hops will leave the opponent incredibly confused 
(especially against players who don't know the pichum match-up. [Read: Pretty 
much everyone)). It can also be used as a versatile movement tool for getting 
around platforms and sneaking behind your opponent into a SHFFL'd Nair or Up 
Smash. 
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Dash-dancing, wave-dashing/landing and SHFFLing Nairs are already staple for 
pichum, so those should obviously be incorporated into any mix-ups you use with 
PA. 


NEVER. STOP. MOVING. 

Any time you are standing still is better soent mixing up dash-dances, PA, empty 
hops/jumps and wave-dashes/lands. The key to hitting your opponent via PA is to 
be completely unpredictable. 


MIX-UPS: 

* PA Angle + PA Dodge 

Both moves have the same start-up and start from the same position, so they are 
easy to confuse your opponent with. Quite simply, approach the opponent with PA 
Angle and then retreat (attacking with a SHFFL'd Nair, Uair or Up Smash if you get 
the chance, obviously). Then use PA Dodge to feint PA Angles. It will leave the 
opponent on their toes as long as you use it erratically. You DEFINITELY should not 
be mechanical with this strategy, there are many angles you can approach from, so 
MIX IT UP! 


* Empty Jumps + Empty Hops + Single PA Landing 

Jump. 

A lot. 

Use Thunder Jolt for approaching far away opponents (think of how Doc uses his 
pills), empty short-hops for when they are a closer so you can lead into a SHFFL 
Nair and the PA Landing to reach the ground quickly for an unexpected strike or to 
dodge an approach from the opponent. Always wave-land, because it adds to the 
confusion and there is no reason not to do it. 


* Dash-Dance + Wave-dash + PA Dash 

This strategy will definitely not work on it's own, as it has much less options than 
the above two. However, when pulled off it is arguably the most effective of these 
mix-ups and will lead to an instant kill against unsuspecting opponents (which, if 
you have been following this guide correctly, should be your opponent). At lower 
percents, you want to be wave-dashing and dash-dancing (and using the above 
mix-ups) until your opponent lowers their guard. At this point, PA Dash behind 
them and SHFFL a Nair or Uair (whatever will lead to the most damage in that 
situation). At higher percents, go for a Up Smash instead (or maybe still a Nair if the 
Up Smash is getting repetitive/won't kill them/etc...). 
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| find it useful to make a jolt hit right when/where im going to land my agility. it 
deters them from being there and puts them in sheild at the very least so you can 
get the upper hand if you PA (Piman). 


Based Chandy (peace be upon him) has provided us with multiple examples of 
ledge play with Agility: 
Platform Edge Cancel 


Ledgehop Perfect Agility Platform Land, Ledgehop Double Perfect Agility Platform 
Land, Runoff Double Jump Agility Ledge Grab 


Agility Ledge Grab Angles, Agility Same Direction Twice, Ledge Drop Agility Stall 


Quick note: Amigo was working on “a really really in depth look on pichum's PA and 
all the possible significant angles you can do with it, most that people wouldn't 
normally be aware of,” which from what | know now was never finished. The only 
screenshot | can find from it is this one, a presumably incomplete list of useful 
angles on YS. 





Were tutorials ever released on how to do these angles? 
Where did Amigo stop with this? 

Can anyone find other remnants of this project? 

What were the testing methods used? 


FACTS: 127 TABLE OF CONTENTS 


Can these testing methods be further optimized? 
Is anyone else willing to figure out angles for other stages? 
Questions for later... 


| think you can Upwards PA from like anywhere like you said. It’s hard without 
notches, but without them | go up, click b, go out further to the side, then straight 


down a bit. generally it's like a 30 degree angle-ish up towards a platform, give or 
take a few degrees, with my notches. depending on platform height. | think you can 
also do it with tilt Up B instead of the full length, making even more possible angles. 
it opens a ridiculously large number of options. perfect agility is really 
underexplored. You can do the axe option select and set it up where you land an 
upwards PA on the side platforms, it's pretty easy if you get used to it. it's really 
good for reversing edgeguard positions (Chaos). 


The Chaos Routine: 





here's a PA routine I've been doing on battlefield. yellow indicates a 
drop/edgecancel/PA ending 

1. start at the red circle, drop from ledge and drift outwards 

2. Upb straight up and then left, PA lands at the edge 

3. upb and edgecancel on the top 

4. go down and in, then perfect horizontal left, that PA ends closer to the center 
of the platform, but just dash off the rest of it 
do the simple ledgehog then PA ledgedash 

6. the 2 tricky ones are both upwards PA at the end, one to get to the top 

platform, then one to go down then come in from below 

7. then another simple ledgehog 
As far as | Know, this covers pretty much every PA that's relevant besides the 
incredibly simple ones like 45 degrees down from a platform (Chaos). 


a 
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Okay, to explain upwards PA, let me explain my theory about Agility | came up with 
today. Each part of a single part of agility is divided further into 3 sections: A, B, and 
G 

A. the first third of the travel time, during this time you can go through 

platforms 

B. the middle third, can't go through platforms 

C. the last third, you can PA during this time if you land 
All of that's pretty much common knowledge | think. maybe it's not exact thirds, but 
you get the idea. | think though that for upwards PA, you have to divide that last 
third into thirds again. then the difference between a full length agility and a 
tilt-agility is about the size of that last third, so you have to pass from under the 
platform during that last little third of it. it's hard to explain but that's the way it 
works in my head to think about it. doing Tilt-Agility makes it feel way easier 
though. At this point it feels harder for me to land the Horizontal PAs onto 
platforms than the upwards PAs (Chaos). 


Ledgedash PA is nice, it has tons of actionable invincibility. | like platform dash PA 
too (Chaos). 


Agility to Ledge [PC Drop, Edge Cancel) 


Also, today | found a neato thing. | did a Perfect Agility across the ground on 
Battlefield under the edge of the top platform. 





Exactly here, but | did it in the opposite direction towards the ledge and i was able 
to hold backwards towards the stage while | was still sliding and | fell off the ledge 
mid turn, and | grabbed the ledge. It was super cool but it can only happen in that 
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exact spot, and | could only do it with a keyboard for some reason. | saved the 
position with 20xx but it wouldn't work even though | performed it the same way. 
literally any unit further forward or back, and it's impossible. shoulda recorded it 
tbh. 


It's not an edge cancel. pichum had already hit the ground and was sliding, in the 
middle of the get up animation i held backwards to make him turn around and walk 
backwards as soon as he recovered, but he slid off at the moment he turned 
around and grabbed the ledge. It's really just a PA but | turned around at the end 
and had just enough momentum to slide off the stage. If you do it any closer to the 
ledge, you get an edge cancel which stops your momentum. You can continue 
moving forward if you hold forward and fall of the edge, but you wont be facing the 
ledge to grab it. If you do it any further from the ledge, you wont have enough 
momentum (Amigo). 


ICG taking a video of the Agility PC Drop 


It's very possible that there could be a use for Edge Cancel PA, but I’m more 
interested in the PC Drop. There could be a possible setup out there like the Jolt 
thing on Battlefield, would be cool to lab out. 


Agility Momentum Cancel 


So Agility can be used to live to crazy high %’s if you hit the floor before sliding 
off-stage. In situations where you could Amsah Tech, you could input Agility and go 
directly to the ledge. 


Here's a video demonstrating this. 


granted it doesnt feel as useful with pichum unless you agility waveland (horizontal 
i mean) - or agilityx2 under the ledge for a sweet spot. Axe was talking about this on 
stream a few months back and said that pichum's can be reacted to a lot easier. 
Granted | said that reacting that fast would mean committing to the edgeguard and 
potentially missing the slight diagonal angle and/or a double movement 
(StrongNormals). 


Doraki Wall Jump 
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Here's a video explaining this tech from SSBM Tutorials. This might make it seem 
like pichum can only do it on FD, but he can actually do it everywhere but Battlefield 


(Comet). 


“any use for doraki jump jolt toward the stage?” 
~Comet 


“THAT IS THE DERF HOP” 
~Chaos 


| started doing the Derf Hop in games, it's kind of weird since pichum's jolt moves 
so slow in the air and the animation has a lot of frames, but it was a nice tactic 
against people who didn't expect it. | feel like | vaguely remember doing a doraki on 
battle field, but it was only after an agility ledgestall. | got a sick edgeguard with it 
once against a falcon trying to recover low, but i doubt it would happen again Imao 
(Amigo). 


More to come... 


Thunder Jolt Battlefield Ledge Tech 


This tech is still in the theorycrafting stages but would be totally tournament viable 
if a consistent setup was found. This involves getting a Thunder Jolt stuck on a 


Battlefield ledge, like so (I know it’s Pikachu but it still technically works for pichum). 


Here's another video demonstrating it. It’s a pixel-perfect trick, but fast setups for 
pichum have yet to be found. Any labbing of this tech would be much appreciated 


in the pichum community. 


Also found the exact position pichum needs to be for the jolt glitch, but there's not 
avery reliable way to set it up yet. 
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Here you can see the position is just a tad more left on the X axis from the starting 
position of player 3, which is exactly below player 1. 


Ce 


27 ec) # 





So basically, it's like 5 or 6 in game units from the starting position (Amigo). 


does anyone know who found the ledge jolt setup? someone played pichum vs me 
on smashladder a couple days ago and i found out that if you drop from the far 
side of the bf plat, then PA in towards the center stage, you can jolt from that 
position and get it stuck on the ledge (Amigo). Not fast, but it’s a start. 


VOD CRITIQUE 


pichum videos are few and far between, but here’s a compilation of those that have 
been mentioned in the Discord. Some of these videos have little to no comments 
made on them, so if you have any good analysis, please send it to me. 
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Comet Vs. George 


| wanted to critique the fox games too but when it comes down to it you had the 
same problems using both characters. One of which was over-committing to 
moves. By this | mean it looked like you planned on using a move before throwing 
out the previous one(like with the up smash early on). Sometimes you used the 
same move twice - granted you usually hit George with those; but even with Fox it's 
not something | recommend. Also you were using the jolt in dangerous spots - like 
at 7:49 when you were easily in his range. Other times when you were both in the 
air he could have just sliced through them but chose not to (?didnt know??). 
Another thing | noticed from both of your characters was that escaped to the 
platforms way too often (especially as fox) On Battlefield (and YS obviously) 
Marth.......owns the platforms as long as he's under them - and even if meant to 
take advantage of shield drops to punish, you never really did it. You had an easier 
time getting down as pichum but when getting back on the stage you relied on jolt 
a bit too much. You often wasted your second jump to use it. Now imagine if 
George read it and wavedash>Utilt. Yikes. In the last stock you used a spotdodge 
and a roll OOS that would more or less get you killed immediately 


But yeah, instead of spotdodging you could have wavedashed OOS either away or 
toward him depending on how safe you wanted to be. Marth's jab has quite the 
endlag and you didnt know if he was going to do a 2nd jab - understandable. But 
it's still better than risking gettting hit by one of his stronger moves. The spotdodge 
gave him enough time to recover and the roll OOS essentially allowed him to do 
what he wanted. Once again it wouldve been better to wavedash OOS. | felt like 
you started shielding a lot more after the 1st two stocks. 


You messed up a follow up at 0:54. A Nair/Bair or even a greedy Uair wouldve been 
better than the awkward turn around. This wouldve created a better edgeguarding 
situation overall (StrongNormals) 


0:58 - When they're in the corner they don't have many options 
Which makes it easier to cover all of them 

So just wait for them to do something 

Then punish it (Chaos) 


Comet Vs. MurkyWaters 
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It really all started with the fullhop at 0:50. You covered the high ground forcing him 
to go low but you didn't capitalize. | thought for sure you'd drop down with a dair or 
whatever you usually use for gimping, but you weren't for a kill that was being 
handed to you. When grabbed ledge you also could have dropped and nair'd but 
you went back to covering high even though he was below the stage ( of course if 
he's known to use mangles that's good but you still have to take advantage of Fox's 
vulnerability below the stage) (StrongNormals). 


Ryan Ford Vs. Bowserguy 


i just saw him poke a full shield with bair. i like how he used f tilt to keep sheik from 
drifting to the ledge. He used dair from above to beat sheik's fair (Comet). 


Ryan Ford Vs. Poutine 


he has great vertical mixups (Comet). 


Plz plz dear god we need comments look at pichum he’s starving 


HIGH QUALITY SH*TPOSTING 


High quality content with the boyz™ 


“My whole goal with pichum is to eventually make a combo video to The Electric 
Slide” 
~Chaos 


“why not super rad by the aquabats 
and then title the combo video super rat” 
~Chandy 


“you hemorrhage nairs as a pichum player 

they just fall out of you like an unzipped backpack 
all over the floor 

don't trip anyone, there's nairs on the floor” 
~Chandy 
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“oh crap 

the peach/pichum match-up is changed forever 
you're welcome pichum meta 

i did the best i could and then succeeded” 
~Chandy 


“well if pichum stops moving in like any match-up normally he's f***ed. He has 
ADHD if you force him to stop and focus he'll think about why and why he sucks 
and alll kinds of thousands of thoughts per a sec. and he'll expode ears 
everywhere.” 

~ICG 


Pastoolio 





what 


‘Yeah | was mostly being rhetorical, but really there's a lot of potential to be super 
fast with pichum” 
~Codeman 


“yeah, like losing game 1 in less than a minute” 
~Comet 
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A big thank you to everyone in and out of the pichum Discord for providing the 
knowledge that made this document possible. 
Amigo 

BBMD 

Chandy 

Chaos 
Chivalruse 
Chudat 
Codeman 
Comet 
Daolothe 

Derf 

Dizzy Pink 
DownBForDays 
Dublat 

Fuel 

Grim Tuesday 
ICG 

Kadano 
KitsuLuci 

Lox 

Lylanche 
Nicknyte 
Piman 
Proxibomb 
Ryan Ford 
Shadows 

Slime Mage 
StrongNormals 
Tovl 


